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Coming this Fall to the world of Shadowfist... 


SHADOWFIST PLAYER'S GUIDE 
By Rob Heinsoo and Robin D. Laws with John Tynes 


How can I make my deck stronger and win more 
games? 


What are the nastiest card combos around? 


And just how did these cyborg monkeys get mixed up 
with 19th-Century Shaolin martial artists, anyway? 


The SHADOWFIST PLAYER’S GUIDE answers 
these questions and many others. Chapters cover 
the strategies of deck design, the tactics of game 
play, the use of nasty combos, plus all the inside 
dirt on the Secret War and the many factions 
fighting for control of history, 


Coming in October of 1995. 


NETHERWORLD™ 
A SHADOWEIST EXPANSION SET 
By Jose Garcia and Robin D. Laws 


There is a world beyond the one we know. A world 
where those forgotten to history, those erased from time, 
lurk and plot. A world where the Four Monarchs rue 
their loss and plan their return. A world where the 
Jammers stay hidden from the Architects of the Flesh, A 
world where the next great battle in the Secret War is 
about to be fought. 


This world is the Netherworld. 


NETHERWORLD is an expansion set for the 
SHADOWFIST trading card game. 


Coming in October of 1995. 


FENG SHUI™ 

THE ACTION MOVIE ROLEPLAYING GAME 
IN THE WORLD OF SHADOWFIST 

By Robin D. Laws 


BLOW THINGS UP! 
BLOW THINGS UP! 
BLOW THINGS UP! 
— тойо of the Jammers 


FENG SHUI is a new roleplaying game set in the 
world of SHADOWFIST. This isn’t some cheesy 
spin-off; FENG SHUI was developed simultane- 
ously with the card game by the same designers, 
and it does for RPGs what SHADOWFIST did for 
CCGs: 

it blows things up real good! 


It’s Hong Kong, 1995. You and your fellow action 
heroes are all that stand between the world you 
know and a world that should never be, Play out 
the action of the Secret War through roleplaying 
adventures with all the factions and characters 
seen in SHADOWEFIST plus more. The game's 
cinematic rules make it quick & easy to get into, 
and it's a blast to play. 


Coming in November of 1995. 


Daedalus Entertainment, Inc. 
Р.О. Box 880 

Mercer Island, WA 
98040-0880 

(206) 232-3040 
ROBMH@AOL,.COM 


Shadowfist, Feng Shui, Netherworld and the Shadowfist logo are 
trademarks of Daedalus Entertainment, Inc. 

Artwork ©1995 Phil Hale. 

Ting Ting character designed by Brian Snoddy. 
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Coming Attractions 24 
i How close will science fiction come to science fact? By Edward Willett 

dust How Fast із Fast? 4) 


i The definitive timing rules for Magic: The Gathering. By Beth Morsund 


-Taping the hein 48 


i Inside the mind of fantasy illustrator Tim Bradstreet. By Andrew Kardon 
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Shedding light on the 10 most-confusing /ce Age cards. By Beth Moursund 


| hide—this mech 


i means business. 


Wizards of the Coast. 


Win a trip to Wotc University! 


Hyborean Gates vr 


Win autographed Boris stuff! 


Aargh!... Aargh!... This issue is monstrous! 


ii Bradstreet’s portrayal of a vampire hunter. Colored by Grant Goleash. 
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Fool's hold . 2 


New York City. 2:30 a.m. Saturday. Ready to turn in for the 
night—uh, morning—at my friend’s, | open the trunk of my car 
to get my bag. But...where’re my clothes? 

Several hours later, | was also wondering where my softball 
gear, jumper cables, and box of Magic cards had gone. But as the 
police officer told me at around four in the morning, ! probably 
wouldn't see them again: car thieves usually fence whatever they 
can as soon as they can, and toss the rest. 

So how, | wonder, do my Magic cards fit into a car thief’s world 
view? Assuming my red hatchback was targeted by chance, what 
did this postmodern Robin Hood—possible motto: “I steal from 
the middle class to sell to the slimy”—do when he pulled the long 
box from the bottom of my garment bag? 

Maybe he just opened the box, pulled out a fistful of cards, 
frowned in confusion at the crazy pictures, and dumped the whole 
shebang into the East River. 

(Hmm... Now imagine if my car had been targeted deliberately. 
Maybe someone would've sent me the long box, but containing 
a fish instead of cards, Godfather-style. "Is a message: Dakkon 
Blackblade sleeps with the fishes.") % 

Maybe the thief knew exactly where to sell my Magic cards— 
to the shady card dealer based right next to his favorite used 
sporting goods store. “Now Rosy, usually | wouldn’t part with 
Skull of Orm for any price. But since you're a good friend, ІЛІ sell 
it to you for a fair price—InQuest's low price." 

Or maybe Mr. Hood met a more sinister fate. Maybe, sifting 
through my cards, something about the way the pentagram on 
Demonic Tutor gleamed caught this scavenger folk's eye. 

Maybe he took a closer look... started reading the text aloud. 
Read it a second, then a third, time. Maybe his eyes clouded and, 
suddenly, flashed red. Maybe the thief uttered a few preternatu- 
rally deep growls... looked around... then smiled and laughed as 
the demon inside surveyed its new hunting grounds, festering 
with weak, easy prey. 

Is it true? Is a former car thief suffering from Magic-induced pos- 
session meandering through Manhattan’s streets, teaching inno- 
cent fourth graders to play Richard Garfield’s game? Think about 
it: proof of Magic's demonic influence—proof that hundreds of 
groups across the nation would love to find—craftily eluding the 
school teachers and principals designated to protect our children. 

Hmm... Now wouldn’t that be just like a demon? 


ә 
Matthew E. Milliken © 
Associate Editor Ф 


P.S.: lm currently accepting donations of Sengir Vampires, 
Serra Angels, and Skulls of Orm. 
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va miles west of the Fetid Swamps, 
near the mouth of the Blood River, 
lies an island of infinite renown 
in the Mid-Realms; Dagger Isle. 
Few brave souls have returned 
flom expeditions to this region, 
“” Y Ы М 
de “and of those that have, few will reveal 
К й T 
1 * any details of their journey. 
wee 
DAGGER ISLE is the all-new first GUARDIANS™ 
expansion with 120 fantastic cards 
in different rarities (common, uncommon 


«у= and rare) painted by fantasy greats; 


Chris Achilleos, Den Beauvais, Brom, 


GUARDIANS created by Keith Parkinson and Luke Peterschmidt. 


© 1995 Keith Parkinson and FPG, Inc. GUARDIANS™ is a trademark of FPG, Inc. Keith Parkinson and Rowena. 
Artwork © BROM 7 


THE ULTIMATE MARVEL FANTASY CARD GAME! 


This summer, Marvel's greatest 
' heroes and villains come to life in 

| the Marvel OverPower Card Game! 

| This collectable card game from Fleer 
features stunning new artwork by 
the greatest artists in the industry. 
Get ready..It's Clobberin' Time! 


""fleer 


entertainment group, inc. 


the distinctive likenesses thereof: TM and © 1995 Marvel Entertainment Group, Inc. All Rights Reserve 
Marvel al Mane датава ani) © 1995 Fleer Entertainment Group, Inc. Produced and distributed by Fleer Entertainment, 
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A Veritable Cornucopia 


That's what we're looking for in InQuisition: a wealth of let- 
ters. Being that I’m new to the letters pages, I decided 1 
should start small—as in, I'll be handling all 4,000 letters 
that pile up in any given month here at InQuest. (All 
right, so it's not that many, and one of them's from 
my mom, but we do read them all.) 
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Still, I’m ready to tackle all kinds of questions: 
Will there ever be another E.T. card game? Why does 
Magic outsell Tic Tac Toe a b on to one? Ultimately, 
though, each month's letter column will be filled by whatever 
yov guys send our way. Praise and criticism are always good, as 
are the coolest or most bizarre things that happen in this happy-go-lucky 
gaming field of ours. But don't get me wrong, we're always excited to get 
something penned, licked, and sealed. (Don't dwell on that, please...) 


So here goes our first InQuisition ride together. Let’s plunge in! 


rodemark. Some artwork may be protected by additonal copyrights. E I. The Extro-Terrestricl Cord Game ™ & © Universal C Studies Inc. 
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Otherworlds 


First off, | would like to say that your : 
magazine is great! | really like the mod- : 
ern layout and the humor! But | wrote Н 
to give you a few suggestions for i 


upcoming issues. 


1) Put a subscription form in the i 


darn thing. 


2) Get more in-depth on the lesser- : 
known games (not that I play them, but. : 


they can offer new worlds). 


3) Make a section for upcoming con- 


ventions and other gaming hoopla. 


4) Make an “Otherworlds” section į 


devoted to informing readers about 
other products that fit into the fantasy 
genre like novels, art, and roleplaying 
game products. 

Thanks for the great mag! 

Warner M. Leeds V 

Boston, MA 


1) Okay, okay. It took us a little while to get all the facts i great if you could get more interviews į 


straight, but we finally have the info you need to sub 
scribe. Follow this simple formula: 


© For a year's subscription to InQuest, fill out a check or : 


money order for $29.95. ($48.00 for Canada, and : 


570.00 for all other foreign countries.) All payments. € 


must be in U.S. funds only, payable to InQuest magazine. 
* Send it in to: InQuest Subscription Department, Wiz- 


ard Press, Р.0. Box 656, Yorktown Heights, NY 10598. Н 


2) Your wish is our command. Check out the game 


review section on page 20, and the players guide spot- € 


light on page 89. 
3) Yeah, we've gotten that request a lot. We're kick 
ing around ideas on how to do it. 


cover any big happenings in the world of fantasy gam: 
ing/novels/movies/whatever in the News & Notes section. 


We'll continue big feature interviews with guys like 
Anson, but we've also added InQuest Profile to the 
mix, delivering even more personal interviews with 
your favorite creators. 


Commendations 
Hey, the July issue of InQuest was 


Н cool. | especially like the article “Money 
i for Nothing.” | can't believe you guys 


; actually tried using Magic for money! 
4) While the main focus of the mag is card games, we'll : 


I'd also like to commend you on the 


i excellent section “Casting Call.” Well, 
; keep up the good work. Hope to see 


All the Artists You Can ; 


Cram into a Sardine Can 


I've just started reading /nQuest E 
(obviously, since you just started making i 
them), and | really like it. So far it’s been: 


Mail InQuest! 
interview with Anson Maddocks. I'ma : 


really good, and ! especially liked the 


Magic player and | think it would be : and your mix of Magic and other games 


with artists. 
Canon Laverty 
Cameron Park, CA 


the Ice Age checklist in the August issue. 
Mark Carravetta 
Janesville, WI 


Your wish is our command. 


You've got an awesome mag here, 


is great! May you always have a Blue Ele- 


i mental Blast to counter Channel/Fireballs! 


Nick Casler 
Palmer, AK 


INWO Sorrow 

1 had been told by retailers and di 
tributors that the difference between : 
the INWO Limited Edition and the į 
Unlimited Edition was the artwork. So! : 
bought mass amounts of the Limited 3 
Edition booster packs and опе Unlim 
ited Edition booster to see what the d 
ference was. The truth is | got a terrible 
shock! There are no differences in the 
cards except the packages they were 
wrapped in. The only card | found that 
had any difference was the A.M.A. card, 
which had a different wording on the 
bottom. If there is any difference, it is 
none that the naked eye can see! 

David Summers 

Quincy, IL 


I think your naked eye ain't nude. There are differences 
between the two sets, however slight. The Limited Edi- 
tion names are in gold, while the Unlimited Edition 
ones are color-coded by card type. Plus, there's new art- 
work for six cards, and art for about 40 cards have 
been touched up. 


You’re Kidding, 
Right? (Pert 1) P 
What do | do : 
when | get a com- 
plete horse, cannon, 
and in-fantry card set 
in Risk? 
Nathan Jackson 
Wayne, NJ 


Panic. Those three cards are not sup- 
pose to he in there. Reshuffle your hand 
back into the pile and keep drawing until 
you get a set of tactical nukes. 


You’re Kidding, Right? 
(Part II) 


: If | give you my address, will you £ 
i send me a Black Lotus? 


Alan Barowsky 
Bala Cynwyd, PA 


You know, if / had one, I might actually be tempted. . . 


Hate Mail 
With luck, | will manage to avoid using 


spotting the first issue of your magazine 
in my brother's room.... | found only 
blurbs (not articles) relating to roleplay- 


ing games. The idea that "gaming" had : 
become mainly Magic and the like, with : 


actual roleplaying on the fringe, irked me. 
Hence this lovely piece of hate mail... 
Card games have their place, but as 


the side dish, not the main course. They i 
are dragging down what used to be one ; satanic about Serra Angel, Blessing, 
of the finest hobbies around: fantasy : Preacher, Miracle Worker, Heaven's 
gaming. Roleplaying games are getting H 


lumped with the freakishly popular + 


abomination Magic. 


Roleplaying is not a passive, sedate і 
experience of absorbing some į 

= sort of twisted image of our : 
МЫ. twisted world. RPGs are an 2 Stay lightning bolts are a real pain in the ass. But 1 
} { don't think Magic players have anything to worry about 


correctly, even the players : in the near future. 


are helping to create a story : 
equal to or better than many : 


2. active experience. If played 


that | have read. 


ning. In RPGs, the concept of winning 
does not exist. Instead, like the mythi- 


D O RULES! 
MAGIC BITES 
THE BIG ONE. 


cal hero journeys of old, the journey and 


return are the reward of the hero. 
Magic is sort of like a particularly 


H demonic cross between a nuclear arms 
: race and crack. The more you spend, 
the more you win. You can't dare fall 
behind your “friends” (read "enemies"), 


or they will nuke you into oblivion. Bet- 


i ter still, like crack, it's addictive on the 


first hit. Plus, those people caught 
up in the competition tend to 
behave like crack addicts: willing 
to do most anything to scrounge 
up the ridiculous prices necessary for 


i cardboard and ink. 


Maybe roleplaying is dead. But if it 


: is, and card games are "the future of 
gaming,“ then | weep for the future. 


Brian Gondek 
Palatine, IL 


$ The vast majority of gamers would disagree, Brian. 
i Roleplaying games simply offer a different experience 
i than collectible card games. With games like Magic, 
{ уои get lots of strategic thinking, and with games like 
+ D&D, you're exploring your imagination. These are 
{ different ways to have fun—no need to get so feisty! 


Still Going, and Going, 
: and Going... 


I think that this nonsense about the 


: possible banning of Magic is the dumb- 
i est thing I’ve ever heard [“Magic 
profanities when expressing my sheer {+ Banned: New York School District Pro- 
contempt for card games. | remember hibits Game," News & Notes, InQuest 
i #2]. have been playing this game for 
Ға year and a half, and if the game is so 


i satanic, why doesn't God do something 


about it? | mean, | haven’t been struck 
down with lightning yet, and still these 
born-again preachers keep telling me 
that I’m some sort of Satan incarnate. 
bet they haven't even looked over 
the game. If you can tell me what's so 


Gate, Holy Strength, Tranquility, or 
numerous others, then be my guest! 
Max Taylor 
(I'm not going to put my address just in case 
they want to try to convert me) 


Popularity Contest 
Just dropping a note to thank you 


More interesting still is i for being resolutely immature. (And for 


the practical lesson on life that i 


Magic teaches: greed and com- į talist parents—that "Secrets of the 


petition are good. The more : Wizards” business [InQuest #3] ought 


cards, the better your chance of win- ; to make you popular.) I'd like to 


laughing at pressure from fundamen- 


congratulate you on scooping the rest 


on INWO pricing, and to ask the 


Эд зашо) шоро 9491$ C) З 20094 MAN oun] 


following question: Why the obsession 
with obscure variants for expansion sets 
that no one can afford? 

Mike Sugarbaker 

Albany, CA 


Why the obsession with these variants? The InQuest : 
rule of thumb: fun. Hey, it’s either that or blame it on € 
t Hopefully you've noticed that our Killer Decks are get- 
ting much cheaper. A number of fans have written to : 

express the same thing, Doug, and we're listening. 


insanity. Your choice. 


Less Than Minimum Wage 
Let me start out by saying you've 
got one hell of a good magazine going 


here. The hard work and dedication that : 


made me a fan of Wizard is more than 
apparent in /nQuest as well! I’m hooked. 
Keep it up! 

Jason Swanson 

Linn Creek, MO 

P.S.: How do | get a job at InQuest? 


then we'll set up a nice little desk for you there. 


Hmmm... 

I'm playing Magic with my friend. 
He puts down a Black Vise. He has one 
swamp card. He taps the swamp to use 
the Vise. | have a Circle of Protection: 
Black down. Does that mean the Black 
Vise won't affect me until he gets more 
land down? 

Charles Calderwood 

Camden, ME 


you start Fireballing your graveyard. 


Greetings from Great 
Britain 

Living as ! do in England, it's hard 
for me to pick up your magazine, but | 
managed it, and on the whole, | was 
impressed with what | found. However, 
1 do have one small criticism: while | 
appreciate that the whole point of a 
Killer Deck is to be as nasty as possible, 
I'd have preferred it if the lists had 
included more cards | actually possessed. 


{ Anyway, 1 do like the magazine, and | 


will continue to search it out and buy 
it, so what more do you want from me? 
Blood? Well, maybe | could take up play- 
g Jyhad... 

Doug Hare 

Derby, England 


: the cards you already have, just refer back to the “Deck : The All-American Price 


i Guide 


Building 101” feature in last month's ish. 


i Editor’s Letter, InQuest #2]! Families are 
i being split, friendships are being ruined, 
and discussions are reaching heights 
: never heard of before. Of course, I’m 
i completely on your side: there are far 
i more elegant ways to obtain Tien ho 


i (“the natural winning”). 


Martijn Pijnenburg 
Renkum, Holland 


: I'd respond if | could get past your name. 
If you want to be able to make a good deck from : 


We're trying to make our decks as affordable : 


as possible, but remember—you can always trade : as its price guide. | think that kicks butt! 


like a madman. 


¦ Game Lover 


I've been playing Magic, /уһаа, and 


i Spellfire for over a year now, and thought 
і I'd try out your mag. It was interesting, 
Well, first you have to clean out the dungeons. . ond i looked good, had some nice info on 
upcoming projects (Dragon Dice— like 
i the sound of that), and a great article 
i on real magic ["Secrets of the Wizards,” 


InQuest $3]. I'll probably be buying more 
issues when they come out. 
But now for a little point of criticism: 


i in “The Mishra-Urza War" [InQuest #3], 
i where's the Ankh of Mishra? 


Ad Rovers 
Cyberspace 


i Uh, still in our play-test deck? How about Lim-Dal stole 
; Й? Would you settle for we forgot it? 


| You're Kidding, Right? 
: (Part 111) 


Hey, you guys are pretty cool, right? 


E You must be omniscient, too, so | have 
i chosen you to be my adviser on the ways 


of life. Ever since | was young, I’ve had 
this burning question pestering me: How 


much money is there in the world? 


Kenneth Keith 
Tulsa, OK 


The Dutch Connection 
Compliments on your magazine, 

especially on the hot new all-over-the- 

world “Ban The Channel-Fireball Cam- 


: paign” [“Wanted: Channel Fireball,” 


The local gaming shop uses /nQuest 


Keep up the good work. Is there any 


E chance that you will be doing a feature 
} on the art of Randy Asplund-Faith? 


Todd Kritz 
Seattle, WA 


E We're hoping all of America thinks the same way. (Ah, 
i Ihe American Dream...) As for Mr. Asplund-Faith, if he's 
i interested, so are we. Another perfect candidate for 
i our new InQuest Profile department. 


i Better Than a Comfy Chair 


| have been looking for a good mag- 


і azine on Magic, and | think | found it! 
i InQuest has the most useful information 
і and the best all-around setup, so | could 
get to enjoy this magazine. 


Casey Czarnomski 
Northville, MI 


: That's a wrap until next time. Thanks to all of you who 
i wrote in and gave us a fun romp through La-La Land 


: Since 1 have nothing better to do, I'll try to figure it : 
i out. Let's see, it's less than the national debt, but more Н 


Yowch, I think we'd better get you a rule book before i than I have in my pocket. 


о 


i and beyond this month. See ya! 


ә 


Michael Searle 
Editor 


Send yer letters to InQuestMag@aol.com or: 


INQUISITION 
151 Wells Ave. 
Congers, NY 10920 


Include your full name, mailing address, and 
phone number in all letters. Some letters may 
be edited for space. 
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ШШЕ CHAKACTERS! / 
WORE EQUIPMENT! 


DPE PLOT TWISTS! 


RE COMBAT CARDS! % 
MORE ВАТТІЕЅІТЕЅ! 


МОРЕ PRIZES! 
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1995 MAGIC CHAMPIONSHIPS i: 


т he new Magic: The Gathering world : 


| champion is Alexander Blumke, а 2 

E year-old student of English literature in 
Geneva, Switzerland. The new U.S. national cham- 
pion is Mark Justice, the 24-year-old owner of Base- 
ball Cards America, a game and card shop in Salt 


Lake City, Utah. 


since The Dark. In fact, Blumke has only played in 
five or six tournaments total! 


The world championships were held the first H 


week of August in Seattle. Nineteen countries were 
represented by their top four championship fin- 
ishers, with the 1994 world champion, Zak Dolan, 


individuals, with their results counting toward the 
world team championship, which was claimed by 
the Americans. 


out to be universal: Coca-Cola, OK, and Black Lotus. 
The first two days were composed of sealed- 
deck and Type II tournaments, the results of which 


after a five-way playoff round. 


the full five games before Switzerland's 
Blumke knocked off Marc Her- 
nandez of France. 

"| was playing my 
nightmare deck,” 
Blumke said afterward. 
"| played discard and 
he played Howling 
Mine/Black Vise, and 
the Racks don't do any 
damage because of the 
Howling Mines, usually." 

Unlike most of the play- 
ers, Blumke built his deck 
right before the tournament. 
^| finished putting the cards 
in the morning of the day | 
used it. Actually, in the evening 
of the day before, it was 
black/red. But in the morning, ! 
thought, these Lightning Bolts and 
Fireballs, that's not what's going 
to make me win. | think the Land 


À les for the title. 
were scored Swiss-style. Eight players made the Н 


cut, with Blumke and another finalist advancing i red/green library with traces of black. It boasted 


і both Black Vises and Racks, along with 
The finals were in double-elimination format i к мы. 


with best-of-five duels. The championship duel went : 


Tax and the Disenchants, that’s what’s going to 
make me win.” 

He ended up playing black/white, plus a single 
Power Sink. Other features: Racks, Hymns, Mind 
Twist, Icy Manipulators, Hypnotic Specters, Sen- 


i gir Vampires, and Mishra's Factories. And, like every- 
i one, Zuran Orbs. 

Justice has been playing since the tail end of; 
the release of the Legends expansion; Blumke, only : 


Blumke commented that Vises and Racks are 
dominating tournaments. He thinks they should 


і probably be restricted for Type Il competition. 


The U.S. national champion, Mark Justice, 
agrees. "I think you'd have to look at history. At 


i U.S. nationals, not one blue card got into the final 
eight, and here there's like one or two Power Sinks. 
hat's ail because of Black Vise.” 

playing as his own country. Players competed as : 


Justice won his title in mid-July in a grueling 


} competition at the Origins game convention in 
; Philadelphia. Over 1,000 players competed for 
a d wild-card slots; the wild cards joined the regional 
Walking into the tournament was like visiting the: 
United Nations; no two conversations were being : 
held in the same language. But some words turned : 


winners from all over the country as well as top 
scorers from the Duelists’ Convocation. 

Justice, one of the eight national championship 
finalists, lost his first match, but battled his way up 
the loser's bracket to beat Henry Stern of Los Ange- 


Justice played The Johtull Wurm Deck, a 
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Top Five 1995 Magic 
World Championship Teams 


FINISH NATION SCORE 
1 United States 57 
2 Finland 51.75 
3 Australia 51 
4 France 50.25 
5 Switzerland | 49 
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National team scores were determined by 
the wins and losses of team members in 
one-on-one play. National teams were 
comprised of the top four finishers in each 
respective national chapionship. 


of red direct-damage spells, one Mind Twist, one Shivan 
Dragon, one Orgg, some Whirling Dervishes, and, of course, 
the Johtull Wurm. 

The national finalists were allowed to switch decks for the 
championship round. Most had played black or half-black 
decks in the semifinals; a few, red / green. Justice gambled that 
few would change. “This deck was designed specifically to 
compete with Henry’s deck and the black,” Mark commented. 
“If they'd switched to blue/white, I'd have been in trouble.” 

Interestingly, Justice designed a new deck for the world 
championships. After reading that InQuest had rated Elkin Bot- 
tle "the crappiest card in /ce Age" ("Freezer Burn," InQuest 
#4), Justice built a deck using three of them. "It's a great card,” 
he said. “1 mean, there are far worse cards than the Elkin Bot- 
tle... It was probably a blue/white player that evaluated it." 

At the world competition, Justice was eliminated in his 
second championship-round match, while Stern lost to Her- 
nandez that same round. The other two Americans at the 
world championships missed the finals by a total of two wins. 

And what does Blumke, the new world champion, think 
of the Elkin Bottle? "I'd rather play with a jayemdae Tome." 

Beth Moursund 


WotG Reacts Quickly to 
Chronicles Leak 


In early July, Wizards of 
the Coast announced that 
it was breaking a company 
policy and releasing an offi- 
cial list of cards in its Chron- 
icles expansion set for 
Magic: The Gathering. 
Unlike earlier expansion 
sets, this set’s contents 
were being announced in 
advance because, some- 
how, an unofficial list of the 
cards was already public. 

This unofficial list appeared in a number of places. While 
it was mostly available on the Internet or similar computer 
networks, it soon made its way into stores as well. Several 
stores reportedly sold the list to customers who were eagerly 
awaiting the information. 

Ron Richardson, project coordinator for Chronicles, says 
that Wizards of the Coast isn’t sure how the list got out. 
“It’s entirely possible that, since this project used cards from 
earlier sets, someone managed to guess what was on the list. 
To be honest, how the list got out wasn’t the important 
issue, but how we were going to react.” 

It rapidly became a moral question for the company. 
"What it came down to was we didn't want someone to 

et cheated in a bad trade because one person had the list 
and knew what would be in Chronicles," Richardson explains. 
"We feel that we have a responsibility to our customers, 
and we can't let them be taken advantage of." 

Richardson added that steps were being taken to make 
sure that lists of future expansions would not be leaked to 
the public before publication, but would not go into details 
for reasons of secrecy. Chronicles’ unique nature—consist- 
ing entirely of cards reprinted from the Arabian Nights, Antiq- 
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Mythos Goes Lovecraft 


Chaosium’s first collectible card game, Mythos, 
based on the popular Call of Cthulhu roleplaying game, 
will be hitting the shelves in March 1996. As in the RPG, 
players of Mythos will portray occult investigators, 
combating the minions and horrors of Yog-Sothoth, 
Hastur, and Cthulhu at a variety of special locations that 
possess the key to victory. Elements of the game 
include tomes, spells, and everyone's favorite, sanity! 
Starter decks for Mythos will cost $8.95, while boost- 
ers will be $2.95. 

-Rich Anderson 


Komputer Kombat 


GT Interactive Soft- 
ware (GTIS) will intro- 
duce its Mortal Kombat 
3 CD-ROM to the IBM 
PC on "Mortal Fri- 
day," October 13, 
1995. The adaptation 
of the arcade game 
will feature a new sto- 
ryline, eight new 
characters, 12 new back- 
grounds, secret moves, and even 
secret characters. "Kombat Kodes" hidden in advertis- 
ing will help unlock the game's secrets, Also, MK3 for the 
PC will offer network and modem play, allowing com- 
puter Kombatants to go head-to-head for the first time. 

Kan't get enough Kombat? If the New Line movie 
(released in August) and PC CD-ROM don't satisfy 
you, try the game on Super Nintendo, Sega Genesis, 
Game Boy, and Game Gear. There're also a New Line 
Home Cinema animated video, a worldwide live tour, 
Hasbro toys, a Marvel Comics comic series, and over 
100 licensed products. 

Rich Anderson 
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Rescuers Fly 
with Wyvern 


What does 
the crew of 
the U.S.S. 
Kearsarge do 
to fill the 
time? The 
crew respon- 
sible for bringing 
U.S. Air Force Capt. Scott 
O'Grady home relaxes with 
Wyvern. "Once | played Wyvern, | was 
hooked,” says Marine Staff Sgt. Christopher Sheets, 
who wrote to Wyvern creator Mike Fitzgerald the day 
before the now-famous rescue mission in Bosnia. Sheets 
and his fellow Marines have been engaged in an ongo- 
ing tournament since June. Fitzgerald autographed 
cards for the crew, and sent a Wyvern windbreaker for 
the tourney champion. 

0.5. Games Systems isn't about to let its card game 
go without support. Wyvern: The Insider’s Guide ($12.95 
retail) is due out in September, and promises to reveal 
a whole new perspective on the game. The guide will 
follow the release of Wyvern's Phoenix expansion, which 
will introduce 90 new cards to the Wyvern universe. 

-Jeff Franzmann 


Baphomet Unleashed 


Swiss artist H.R. Giger, designer of the nightmarish 
movie monsters from Alien and Species, is featured in 
U.S. Games Systems’ Baphomet: The Tarot of the Under- 
world, The $60 tarot deck includes 22 full-color cards 
reproducing the Oscar winner's airbrush acrylic paint- 
ings as well as an instruction booklet detailing the 


cards and how to interpret them. 
-jeff Franzmann 


An Artists’ Convocation 


Convocations—A Magic: The Gathering Gallery is the 
latest release from Acclaim Comics and will ship in 
September under its 
Armada imprint. It 
will feature the work 
of top fantasy artists 
Charles Vess and 
Michael Kaluta, 
Acclaim artists Rafael 
Kayanan and Alex 
Maleev, and Magic 
artists Anson Mad- 
docks, Jeff Menges, 
and Bryon Wackwitz. 

-jeff Franzmann 
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uities, Legends, and Dark expansion sets—was certainly a 
factor in the list's availability. Richardson said that this would 
not, however, hurt the chances for another expansion set 
reprint down the line. 

"Worrying about this list getting out was the last thing 
on our mind," says Richardson. "The dilemma for us wasn't 
that somehow people knew, it was that our customers could 
end up with an unfair disadvantage because of this list." 

Wizards of the Coast distributed the official list by releas- 
ing it onto the Internet and faxing it to distributors. Within 
hours, copies of the list were available worldwide and on bul- 
letin boards and networks everywhere. The company stresses 
that this will not set a precedent for other releases. 


Daedalus Hes 
Shadowfist-Grazy 


Daedalus is off and 
running with products 
for Shadowfist, its pop- 
ular new collectible 
card game. 

The game, a cine- 
matic portrayal of a 
secret war in which play- 
ers battle to control mag- 
ical feng shui sites, was 
released in late July. (See 
InQuest's review, starting on 
page 22.) Since the game's 
initial release, Daedalus has 
put a second printing and 
players guide on the shelves. 

The second printing of 
cards corrected a few errors in the initial printing. It also 
dropped some cards from the first set. On the practical 
side, this rewards collectors who jumped into the game 
early. Story-wise, it represents casualties of the war. The 
first-printing cards foreshadow three of these deaths, but 
others weren't signaled. 

First-printing cards are readily identifiable by the gold 
stamps featured in their upper right hand corners. These 
stamps don’t appear on second-edition cards. 

The players guide contains nine stories that detail the 
factions and history of the war. This includes “Operation 
Killdeer,” which describes the above-mentioned deaths. The 
book also features chapters on game dynamics, strategies, 
and killer combinations. 

Netherworld is a 140-card expansion. The netherworld 
acts as a linking point for different time periods. These 
cards explore this setting, while presenting a conspiracy 
to overthrow the major factions. Both the Four Monarchs 
and the Jammers are involved in the plot. (Turn to On 
the Shelves on page 18 for pricing and other information 
on Netherworld.) 

Daedalus plans several future products, including Feng 
Shui, a Shadowfist roleplaying game; Showdown Sets, pairs 
of premade decks; and a fourth edition of the Talislanta 
RPG. The company is also in the process of moving its offices 
from Toronto to Seattle. 


Rich Warren 
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Los Angeles 7:34 a.m. 
Carlos attacks with 
Ironroot Treefolk and 
a Thicket Basilisk. 


Ф 
Seattle 7:35 алт. 
Richard draws power 
from his mana pool and uses 


Unsummon to send the 
Treefolk back to Carlos hand. 


% 
But the Basilisk 
creeps up and 
bites hím for 
two Points. 


h The Gathering 


The computer strategy game that will 
hold you spellbound. Now on CD-ROM. 


МЕРС & Compatibles on CD-ROM. 1-800-879-PLAY. http://www:microprose.com 
For IB ©1995 MicroProse Sol Inc. All rights reserved. 


Featuring cool music from some of SPIN's hottest bands: * 
aMiniature • Archers of Loaf • Belly • Catherine . D*Note * Edsel Auctioneer 
The Goops * KMFDM « Knapsack · Morphine * Wolfgang Press E 


MicroProse Software, Inc. is an official licensee of Magic: The Gathering Magic: The Gathering is a trademark of Wizards of the Coast? Inc. 
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GAME RELEASES 


B 
NAME: Netherworld 


COMPANY: Daedalus Games 


SET SIZE: 140 cords 
RELEASE: September 1995 
PACKAGING: I- card booster packs 
2 SUGGESTED RETAIL: 82.50 per pack 


Here's the Deal: The first expansion for Daedalus’ Shadowfist, Netherworld features 
art by Anson Maddocks, Jesper Myrfors, and Rob Alexander on new cards for every 


Shadowfist group. (See the Shadowfist review in this issue!) 


KULT NAME: Kult 


COMPANY: Heartbreaker Hobbies & Games 
SET SIZE: 250 cards 
RELEASE: October 1995 


" 
Rec" PACKAGING: — 60-card starter sels; 15-card booster packs 


$8.95 per starter deck; $2.95 per booster pack 


© Target Games AB 


SUGGESTED RETAIL: 
Here’s the Deal: Control your own dream world, in which all of humanity lives and 
dies, trapped in a reality you make. In this new collectible card game based on 
Metropolis’ horror RPG of the same name, you take the role of either an Archon or on 
Angel of Death. 
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NAME: — Everway Companion Collector Cards 


COMPANY: FPG 


SET SIZE: 96 cords; 6 metallic cords randomly inserted 
RELEASE: September 1995 
PACKAGING: I. card foil packs 


SUGGESTED RETAIL: $1.95 per pack 


Here’s the Deal: This limited-edition set (FPG says production is limited to 3,750 
cases) features art by noted artists such as Jeff Jones, Ken Kelley, Rowena, and Chris 
Achilleos. Card backs feature companion notes, questions that guide the creation of 
characters for Alter Ego/Wizards of the Coast's Everway roleplaying gome. Six of the 


cards are randomly inserted metallic cards. 


NAME: Legend of the Five Rings 


COMPANY: Alderat Entertainment 
SET SIZE: 300 cards 
RELEASE: September 1995 
PACKAGING: bb. card starter decks; 15-card booster packs 


SUGGESTED RETAIL: 57.05 per starter deck; $1.95 per booster pack 


Here’s the Deal: You're in 1 Sth-century feudal Japan, filled with samurai, ninja, 
wu-jen, and Kolot assassins battling for control of the throne. This is Alderac's first col- 


lectible card game. Think Shogun, Anjin-san. 


ATTENTION 
«сы. ےن‎ = 
MANUFACTURERS! 


Want your products listed here? Send as much info as humanly possible to: 


InQuest 

c/o Product Review 

151 Wells Ave. 

Congers, NY 10920-0118 


| EXPERIENCE THE WONDERS AND MARVELS 
OF A THOUSAND WORLDS 


Each card portrays some of the strange people 
— [ed and the perilous creatures that spherewalkers 


the spheres їп 
cards in the 
illustrate 5С° 


the We roleplaying game. 


n you ur han: 
gpherewalker Source Card set ^ Lak. 
nes from the infinite universe of 


encounter on their journeys, 


ч їн. 
уйүнө 7и : 


Spherewalker Source Cards are easily 
adapted for use with other fantasy 

roleplaying games. Available in packs of 10 

randomly sorted cards, with 36 packs in each display box. 


All Original Art è $1.95 per pack Fall ‘95 
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Wn Deck 


Reviewing the latest releases in collectible card games. 


Vampire: The 
Fternal Struggle 


en Wizards of the Coast's Jyhad hit 
the collectible trading card market 
in July of '94, there were high hopes 


for the company’s second game. Unfortunately, 
the industry wasn’t ready. Magic was still the 
dominant game, and most players weren't will- 
ing to spend the time and resources necessary to 
get involved in a new game. This, coupled with 
the fact that the rules were confusing and often 
arcane, made many players shy away from Jyhad, 

But with the tremendous flood of new card 
games, times have changed. It is within this mar- 
ket that WotC hopes to ignite interest in Vampire: 
The Eternal Struggle, the revised version of Jyhad. 

Right off the bat, the new title should draw a 
larger audience. To those unfamiliar with White 
Wolf Game Studio’s Vampire: The Masquerade, the 
term Jyhad was cryptic at best. Most people were 
quicker to associate /yhad with the real-life Islamic 
holy war than with the ancient power struggle 
between the elder vampires of the world. 

The changes from Jyhad to Vampire were pri- 
marily cosmetic. The cards are color-coded by cat- 


-- Vampire: The Eternal Struggle 
PUBLISHER: WIZARDS OF THE COAST 
GENRE: HORROR 

RELEASE DATE: AuGust 1995 

SET SIZE: 439 CARDS 

PACKAGING: 76-CARD STARTER DECKS: 
19-CARD BOOSTER PACKS 

SUGGESTED RETAIL: $8.95 PER 


STARTER; $2.75 PER BOOSTER 


RATING: * * * 


20 ! 


egory to make them easier to recognize. 
Also, cards with cryptic text were re-writ- 
ten to make them more understandable. 
The biggest difference between the two 
games is the inclusion of a beginner's 
set of rules. 

To make things a little easier, Vam- 
pire includes a set of basic rules that 
helps beginners get a better hold of 
the game's fundamental concepts. 
Once you've mastered the basic 
game, you can move onto the more 
challenging, and exciting, advanced 
rules. The game's mechanics and sym- 
bols may seem a little daunting at first, 
but once you get the hang of it, you'll 
find that Vampire is one of the slickest 
games around. 

In both games, the object is relatively 
straightforward. Each player starts the 
game with 30 blood points (called pool). 
When a player's blood total reaches zero, 
he or she is ousted from the game. Play- 
ers accumulate victory points when 
their prey (the player to their left) is 
killed. It doesn't matter how your prey 
is eliminated. If he leaves the game, 
you get a victory point. 

The last remaining player receives 
an additional victory point, but the win- 
ner of the game is the player with the 
most total victory points. Thus, it is pos- 
sible to win the game even if you are 
ousted before the game ends. 

The cards are divided into three basic 
categories: master cards, minion cards, 
and vampires. The vampires are the heart 
and soul of the game. In order to do any- 
thing, you need to have at least one vam- 
pire under your control. Each vampire 
belongs to one of eight clans. There's the 
Brujah, street punks who play by their own 
rules, the suave, sophisticated, and political- 
minded Ventrue, the nature loving Gangrel, 
and a host of others. 

Some vampires have special abilities 


Vampire: The Eternal Struggle ™ & © White Wolf Inc. & Wizards of the Coast Inc. 


. and political titles, but all vampires are pro- 
‘ficient in at least one supernatural vampiric 


Animalism (dealing with and controlling 
nature), to Celerity (vampiric speed and 
quickness), to Thaumaturgy (arcane and 
powerful magic). There are nine disciplines 
in all, and the more powerful a vampire is, 
the more disciplines he has access to. 

Master cards include specific locations 
and events, and you are allowed to play one 
Master card per turn. Minion cards include 
equipment, allies, actions, and combat mod- 
i ifiers that can be used by your vampires. 

At the beginning of the game, each 
player divides his or her deck into two stacks. 
The Library contains the player's master and 
minion cards, while the smaller Crypt (usu- 
ally around twelve cards) contains the 
player's vampires. Each player then draws a 
hand of seven library cards and places the 
top four vampires of his or her crypt face 
down in the playing area. 

These vampires are said to be uncon- 
trolled, and only you may look at your uncon- 
trolled vampires until they become active. In 
order to make your uncontrolled vampires 
become active, you need to transfer blood 
from your own pool onto the vampire you 
wish to bring into play. During the Transfer 
phase at the end of your turn, you can move 
up to four blood from your pool to any or 
all of your uncontrolled vampires. 

When a vampire has as much blood as 
its capacity (the number in the lower right 
corner), you flip the vampire face up and it 
comes under your control. However, since 
the Transfer phase comes at the end of your 
turn, you'll have to wait until the next turn 
to perform any actions with that vampire. 

The real action of the game happens 
during the Action phase, which occurs 
between the Untap (just like Magic) and 
Transfer phases. During the Action phase, 
each of your vampires is allowed to take 
one action. These actions include attach- 
ing equipment or retainers (pets), bringing 
allies into play, hunting for blood, and 
bleeding your prey. There are also many 
minion cards that allow a vampire to take 
different actions, such as taking an ally from 
another player or calling a political vote. 

Whenever a vampire takes an action, it 
becomes tapped, and other vampires may 
attempt to block that action. If a vampire 
is blocked, it enters combat with the vam- 
pire blocking it. 

If both players do nothing in combat 
(i.e., neither player plays a card), the com- 
bat ends with both vampires striking each 


skill. These vampiric disciplines range from 


combat to continue to another round, where 
the same two vampires go at it again. 

Once combat is resolved, the action is 
over and the defending vampire becomes 
tapped. Even if the acting vampire defeats 
the defender, the action is still blocked. 

If a vampire is damaged and has no 
blood counters to remove, it goes into an 
unconscious state called torpor (think: 
coma). Vampires in torpor cannot take any 
actions until they are rescued from that state 
by another vampire. This requires another 
vampire to take one action and spend two 
blood. It is also possible to have one of your 
vampires destroy a vampire in torpor. 

As far as winning is concerned, the most 
teliable way to reduce your prey’s blood 
pool is by using your vampires to bleed 
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your prey. If a bleed action is not success- 
fully blocked, your prey loses pool. This loss 
is usually one pool, but there are cards that 
modify the amount of pool that is lost, and 
some vampires have naturally higher bleed- 
ing abilities. 

Of course, it's not always advisable to 
thrust all of your vampires at your prey, for 
your predator is always lurking behind the 
corner. Tapped vampires are not eligible to 
block; thus, if you crusade against your prey, 
you're leaving room open for your predator 
to march in unmolested. It is this delicate 
balance between predator and prey that 


of the vampire. 

Like many veteran Jyhad ті еқ 
skeptical about the revised Vampire: TES. 
WotC promised to make the game easier 
to learn, which left many players assum- 
ing that the game's intricate mechanics 
would be toned down. WotC took the 
high road by introducing the basic rules: 
they preserved what was already a great 
game and made it easier for newer play- 
ers to learn. 

The result? One of the best card games 
in the industry. Few people will argue that 
any game is both as smooth and intricate 
as Magic, and those qualities can be cred- 
ited to Richard Garfield, the game's 
designer. Garfield's prominent influence in 
the design of Vampire: TES shines through. 

There are a few complaints | have with 
the game, but they are relatively minor. 
Despite what any packaging or promotion 
may say, Vampire is not a game that can 
be played straight out of a starter deck. 
You're looking at a $20 minimum invest- 
ment, and even that won't be enough to 
make a solid deck. You'll need at least a 
starter deck and about 8-10 boosters before 
you really feel some flexibility in deck con- 
struction. You should expect to spend 
about $35 for a decent deck. 

Vampire is also much more biased 
towards multiplayer games (4 to 5 play- 
ers is ideal). I've played many fun and excit- 
ing two-player games, but a lot of the 
intrigue and diplomacy that make Vampire 
such a great game are lost in a two-player 
setting. Playing a large game of Vampire is 
àn activity that you need to set an hour or 
two aside for, but it is an activity that's an 
awful lot of fun. 

So if you've got the money, the friends, 
and the inclination, go pick up some packs 
of Vampire (make that several packs of Vam- 
pire) and have some good, clean, blood- 
sucking fun. 

eff Hannes 
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~ ohadowtist 


ased on a broad range of 
cheesy martial arts flicks, 
the rip-roaring new Shad- 


owfist game from Daedalus Enter- 
tainment boasts 19th-century monks, 
ancient Chinese magicians, modern 
street punks, and mad scientists from 
the 21st century. 

Designed for two or more players, 
this is an action-packed game in which 
you attempt to build up your own 
power while making sure your oppo- 
nents don’t get too much power them- 
selves. You control a mix of characters 
representing one of seven factions out 
to control the world’s feng shui sites, 
which are places of mystical power. 

The cards in Shadowfist fall into 
five categories, most of which can 
only be used during your turn. 
Sites (both normal and feng 
shui) are cards that other 
players will try to destroy 
or seize; it’s your job to 
protect them. In order to 
win the game, you need 
to control or destroy a 
total of six feng shui sites. 
However, unlike Spelifire, 
you cannot simply put your 
final site into play; you must 
destroy someone else’s with 
one of your characters. 

Characters are the second 
major category of cards. They’re your 
tools for protecting yourself and keep- 
ing your opponents in check. Char- 
acters are played on the table, and, 
once in play, may attack your oppo- 
nent's sites or characters. They may 
also defend your own sites. 


-- Shadowfist 
PUBLISHER: DAEDALUS ENTERTAINMENT 
GENRE: BAD MARTIAL ARTS Movies 
RELEASE DATE: duty 1995 
SET SIZE: 325 carps 
PACKAGING: 60-CARD STARTER DECKS: 
15-CARD “SHADOWPACKS” 


SUGGESTED RETAIL: 


RATING: 


22 


STARTER; 


$8.50 PER 


$2.50 PER SHADOWPACK 


States are special abilities and equip- 
ment—sometimes beneficial, sometimes 
harmful—that you can give to charac- 
ters and sites. These cards are played 
on a character or site, and remain there 
until removed by some other effect. 

Edges represent shifts in power, and 
are played in your territory, indepen- 
dently of your other cards. Like states, 
they remain in play until removed. 

Finally, events are cards that can be 
played at any time, even during 
another player's turn. Their effects 
have a broad range, from destroying 
cards in play to granting characters 
temporary special abilities to healing 
damage from cards in play. 

At the start of every turn, you get 
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Shadowfist involves magicians, monks, mad 
scientists, and monkey kings. 

one point of power, represented by 
a counter, for each site you have in 
play (none at first, of course). Power 
is needed to play most cards. Unused 
power accumulates from turn to turn. 

Each player begins the game with 
a hand of six cards. Ideally, you'll want 
to start the game with at least one 
feng shui site in hand, but you won't 
always draw one. However, on your 
first turn, no matter what you have in 
hand, you may discard as many cards 
as you want, then draw up an equal 
number of replacements. 

At the beginning of subsequent 
turns, you may draw back up to six 
cards in hand. You may even discard 
a card before replenishing your hand. 


555 We 


The next step is to play a feng shui 
site. If you have no feng shui sites in 
play, the first one's free, and it gives 
you one power. In order to play fur- 
ther feng shui sites, you must pay 
power equal to the number of feng 
shui sites you already control. 

Cards other than sites have a 
power cost or resource condition that 
appears in the lower left corner. To 
play a card, you must spend power 
equal to the number listed. 

In addition, you must have the 
appropriate resources available. 
Resources are represented by sym- 
bols. There's a different symbol for 
each faction, and symbols for cards 
that deal with magic, technology, and 
chi, the mystical life force harnessed by 
kung fu masters. Many characters and 
some sites have resource symbols in 

the lower right corner of the card. 
These are the resources which a 
card provides you with as long 
as it's on the table. 

You don't have to spend 

these resources to play 
cards with resource 
requirements—you just 
have to have 'em on one 
of the cards you've 
played. Even if a character 
has been killed, it'll still give 
you resources. This is nice 
because you don't have to 
get bogged down in resource 
management. 
Characters are eligible to attack 
immediately, even on the first turn. 
To attack, just declare the target (a 
character or site) and turn the char- 
acter on its side. Turned characters 
can't take actions, but don't worry— 
they all "unturn" at the beginning of 
your next turn. 

Once you've announced your 
attack, the player to the right of the 
player you've targeted can intercept 
your attack. If that player intercepts, 
combat ensues. Once that player is 
finished, the intercept option passes to 
the next player. This continues until 
everyone has had an option, ending 
with the player who controls the tar- 
get of the original attack, 

Combat is also very straightforward. 
All characters have a fight score in the 
upper right corner of the card. Char- 
acters in combat deal their fight score 
in damage to each other, Any damage 
a character takes is marked by tokens 
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placed on the character. Damaged char- 
acters subtract the amount of tokens they 
have from their fight score the next time 
they deal damage. 

When a characters fight score reaches 
zero, the character is smoked—killed. If 
one or more of the attacking characters 
overcomes all of the interceptors, combat 
with the intended target begins. If the tar- 
get is a site, the site takes damage but 
doesn’t deal any out. 

If a character does enough damage to 
smoke a site, she may smoke it or take 
control of it. If the site is a feng shui site, she 
can smoke the site for five power or she can 
burn the site for victory. The site is toasted 
(removed from the game entirely) and 
counts toward the number of feng shui 
sites the attacker needs to win. 

Shadowfist is fast, elegant, and easy- 
to-learn. The rule book is well-written, 
and it's not hard to teach yourself how to 
play simply by reading the rules. (Other 
games have a problem jumping this 
block.) Even better, the game contains 
many intricacies and card combinations 
that put it on a level similar to Magic. 

In many games, the luck of the draw 
and stringent playing structure signifi- 
cantly reduces the strategy involved. 
Shadowfist is high on strategy. Even the 
most experienced veteran will find new 
combinations and deck-building strate- 
gies long after mastering the rules. 

The cards are also great to look at. 
Many of the top artist in the industry have 
contributed to Shadowfist, including big 
Magic artists such as Anson Maddocks, 
Quinton Hoover, and Melissa Benson. 

With its smooth and strategic game- 
play, great artwork, vivid setting, 
and amusing tag lines 
(many of the card 
names and fla- 
vor text will 
make you 


When Jello goes bad. 


laugh out loud), Shadowfist presents a 
winning package. 

However, | do have one major com- 
plaint. Although I’ve only had the oppor- 
tunity to play Shadowfist a few dozen 
times or so, the ability to seize another 
player's feng shui site seems unbalancing. 
Every time someone gets ahead, it's usu- 
ally in his best interest to take another 
player's feng shui sites instead of burn- 
ing it. This improves his lead and crip- 
ples his opponent. This is especially 
lopsided in two-player games, where 
there's no third party to stop the grow- 
ing player. 

Imagine a game of Magic in which, 
whenever your opponent damaged you, 

he got to take one of your lands. 

Sure, you might be 
able to come back 
and win, but 
you'd defi- 
nitely be 


on the defensive. That's the kind of feel- 
ing you get when your opponent takes 
one of your feng shui sites early in the 
game. That's one less power you can 
generate, and one more for him. And 
in Shadowfist, once you have the nec- 
essary resources, power is everything. 
The more power you have, the more 
cards you can play. 

Lately I’ve been playing with the 
house rule that players cannot seize sites 
of any kind, and the games have seemed 
much more balanced. You'll have to 
experiment with your own play group to 
see which method works best for you. 

Other than that, Daedalus deserves a 
lot of credit for delivering an excellent 
game. Don't expect Shadowfist to throw 
any knockout punches at Magic, but it's 
definitely due for a strong showing in the 
industry. Two fists up for Shadowfist! i) 

—Jeff Hannes 


Aside from being a frequent InQuest con- 
tributor, Jeff Hannes enjoys ending all his for- 
tune cookie fortunes with the words "in bed." 
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What The Future Holds 


redicting the future 
has always been a 
popular human pas- 
time. In ancient times, 
such predictions usu- 
ally,involved slaughtering animals and 
staring at various body parts laid out on 
a plate, but'teday we call that “dinner.” 
Our predictions бе future are based 
on "on-going global tréfids" and "super- 
computer simulations" and "statistical 
analysis"—although only time will tell 
whether our methods work any better 
than our ancestors’. 

Governments and corporations want 
to know what the Olas so they 
can plan for it, finding мауд 9 €onsol- 
date ӘЙ even expand theiifffower and 
іпішейсе. For them, predietiag the 
future is serious business, апа accu- 
facy—although it's an elusive'com- 
modity in the future-predicting business, 
as the National Enquirer's psychics can 


surely tell you—is all-important. 

Science fiction writers and their 
cousins, science fiction game designers, 
also want to know what the future holds, 
but for them, it's not as important to 
be accurate as it is to be imaginative... 
and to find a possible future that's inter- 
esting. Utopia might be a nice place to 
live, but nobody wants to read about 
it—much less play in it. 

With that in mind, let's take a look at 
what the futurists are saying about "the 
shape of things to come," and compare 
that to the predictions of some science 
fiction games: Cyberpunk from R. Talso- 
rian Games, Star Wars from West End 
Games (based, of course, on George 
Lucas’ movie"tilogy), BattleTech from 
FASA, and Shadowrun, also from FASA. 

The results won't havs much to do 


with which game is the t fun to 
play, but if your favorite Ni be 
the most accurate, it'll give yoU'anóther 


= 


excise to use with your non-gaming 
friends: “It’s not just a game, it’s acom- 
plex roleplaying future-acclimatization 
module designed to enhance my abil- 
ity to function effectively in the highly 
competitive, globalized world of the 
21st century,” you can tell them. “Now 
bug off.” 


The Techies Shall Inherit the Darth 

Most people, when they think of the 
future, think first of technology. There 
are certain developments under way 
now that almost everyone agrees will 
have a profound influence on the way 
the world looks in the next century. 

The first is genetic engineering. Right 
now, it’s limited to turning bacteria into 
little drug factories and creating supe- 
rior crops. But in the near future, as we 
come to understand the genetic 
sequences of animals and ourselves bet- 
ter and better, we may be able to abol- 
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ish diseases caused by defective genes and even teach the 
body new tricks, such as repairing damaged nerve cells, 
which don’t normally fix themselves. 

Eventually, genetic engineering will allow us to reshape 
animals for special needs, and even modify our own bodies 
to order. Imagine humans with gills, living their entire lives 
on the sea floor... humans modified to live in zero gravity, 
unable ever to set foot on Earth... humans modified to run a 
two-minute mile... humans immune to disease or pollution... 
humans genetically modified to be scientific or artistic 
geniuses... or, on the darker side, humans genetically engi- 
neered into subhuman slaves—or superhuman soldiers. 

In the gaming world, such genetic engineering gets 
passing mention in Cyberpunk. For example, cars are pow- 
ered by СНООН2, a biofuel made from genetically engi- 
neered yeasts and wheat. Some genetic engineering is 
also used to create “biosculpted” bodies, mainly for the very 
rich. And people have died in “bioplagues.” (Genetically 
engineered bioweapons are one of the scariest possible 
uses of this technology.) 

Genetic engineering is 
hardly mentioned at all in 
Star Wars, though it 
apparently exists—the 
infamous “Clone Wars” 
are proof enough of that. 
Shadowrun certainly has 
its share of mutated 
humans and animals, but 
they were mutated by 
magic—not quite the 

same thing, Clarke’s Law 
(“Any sufficiently 
advanced technology is 
indistinguishable from 
magic”) notwithstanding. 
And in BattleTech, hard- 
ware substitutes for what 
might be done with 
genetic engineering in 
another gaming world. In 
this area, give Cyberpunk 
the edge. 


Small Packages, Big Impacts 

Another hot topic among futurists is nanotechnology. 
From time to time, you'll hear about a research group cre- 
ating microscopic gears or even a microscopic steam engine, 
or writing their corporate name using individual molecules: 
that's nanotechnology. 

“Nano” has nothing to do with the old Mork & Mindy 
television show, It means “one billionth,” so a nanometer 
is one-billionth of a meter, “Nanotechnology” is technol- 
ogy 50 small it has to be measured in nanometers. 

What can such tiny machines do? Not much, now, but 
some day... 

Picture a syringe filled, not with drugs, but with billions 
of tiny robots that race through the plugged arteries of a 
heart patient and scour them clean, or find and destroy 
cancer cells. Picture microscopic robots cleaning up oil 
spills or toxic waste dumps or destroying a plague of locusts. 
Picture, in fact, anything you want. Limitless power, immor- 
tality, a perfectly restored environment: these are the dreams 


Virtual reality is on the horizon. 


of nanotechnologists. Will they happen soon? Maybe not... 
but the promise is there. Or the threat: nanotechnology 
could kill and destroy as easily as it could heal and build. 

Cyberpunk, again, has the edge in dealing with this con- 
cept, although nanotechnology is limited to medical pur- 
poses (including, again, resculpting bodies) in its world; 
the other games don’t make use of nanotechnology at all. 


Highways of the Mind 


But now we come to a real biggie, “virtual reality”—real- 
ity simulated by a computer. It’s already around, in arcades 
and laboratories and even a few homes. Mostly, it’s 
extremely primitive, involving just two or three senses at 
a time: sight, sound, maybe a few physical jerks and jolts. 
But the virtual reality of the future may be indistinguishable 
from “real” reality... and then what? 

Communication could be transformed: why meet peo- 
ple in person when a better-dressed, more handsome virtual 
version of yourself could meet virtual versions of them in a 
virtual casino in virtual Monaco? Industry could use virtual 
reality to test new technol- 
ogy and processes for far 
less money and with far less 
danger to the environment 
and workers, And what 
teenager could be bored 
with Shakespeare if he vir- 
tually became Hamlet? 

The danger? Anyone 
with a computer knows 
how addictive even today’s 
games can be. People 
might become so enam- 
ored with virtual reality 
they'd choose to live within 
that artificial world full time, 
while their bodies wasted 
away. The effect on society 
of such massive cocooning 
could be immense. 

And as long as we're ОП 
the subject of virtual real- 
ity, we might as well fold in 
the other computer-related 
topic central to any prediction of the near future: the Net. 

As the Internet, commercial on-line services, telecom- 
munications, television, and who knows what else melds 
together into one great "information superhighway" (you 
thought you could avoid that term in a gaming magazine, 
didn't you?), society is likely to become both more homog- 
enized and more splintered. More homogenized because 
everyone will have access to the same information: more 
splintered because of the immense Possibilities opened up 
for the forming of sub-groups of all kinds. (witness the 
proliferation of Usenet newsgroups today.) | 

Some futurists would have us believe the Information 
Age will yield a new global sense of community; others see 
it as making it easier and easier for terrorists, both phys 
cal and purely cyberspatial, to strike at governments, сог 
Porations, and individuals. А 

: Of Particular concern recently has been the ready avail- 
ability—if you know where to look and are sufficiently Рё” 
sistent—of pornographic material on the Net, ranging 
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from pictures of swimsuit-clad models to child pornogra- 
phy, bestiality, and more. There has also been a hue and cry 
raised about “cyberspace predators” preying on innocent 
children using the Internet by sending them sexually charged 
material. Despite the fact that equally graphic material— 
and far more dangerous real-life predators—can be found in 
every city already, the concern over “cyberporn” has 
prompted calls from government officials in various places 
for laws governing what can and can’t be transmitted over 
the Net, and, from the Internet community, 

a loud answering cry of “Censorship!” 

Many experts claim the debate over cyber- 
porn is moot, pointing out that it’s almost 
impossible to censor anything on the Internet: 
its roots, after all, are in a military network 
designed to be so decentralized that it could 
continue functioning even after losing large 
chunks of itself to nuclear war. The Internet, 
these experts say, deals with censorship the 
same way it does with damage: it routes around 
it. Legislators in one country might be able to 
have an impact on what is available on com- 
puters in that country, but they have no con- 
trol over what is available on computers in other 
countries—and on the Internet, material from 
anywhere in the world is only a few mouse 
clicks away. 

Nevertheless, the “Cyberporn Debate” could 
lead to an attempt by the government to crack- 
down on the free flow of information currently 
enjoyed on the still-infant Net... which in turn 
could provoke more and more elaborate efforts 
to subvert the system, to obtain the data no 
one is supposed to see—not just pornography, 
but secret government files, business records, 
and the like—and broadcast it, or maybe sell it 
to the highest bidder. 

This is the world of Cyberpunk and, to a 
lesser degree, Shadowrun. Virtual reality and 
the Net (the Matrix, in Shadowrun terms, where 
of course it’s also mixed up with magic) are 
melded together to created a kind of “astral 
plane” in which much of the action takes place. 

BattleTech and Star Wars both boast their own versions of 
the Net, in their cases spanning whole galaxies; in Star Wars it's 
the “holonet.” BattleTech's Chaos March book presents its infor- 
mation as coming from “Mercnet.” 


“Steve Austin, Where Are You?” 


There's another technology that shows up in all four of 
these games that even mainstream futurists agree may have 
a huge impact on our lives: bionics. 

The Six-Million-Dollar Man may have seemed far-fetched, 
but we're getting closer and closer to the point where we'll 
really be able to say, “We have the technology." Scientists 
have already built replacement arms wired into the wearer's 
nervous system, equipped with hands dexterous enough to 
play a musical instrument, and pressure and temperature 
sensors that can transmit feeling as well. 

Artificial ears and eyes are under development, as are 
replacements for just about any other body part you can 
name. There's no reason those replacements can't be made 
with abilities the originals don't have. Or, as Cyberpunk puts 
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it, "you've got interface plugs in your wrists, weapons in 
your arms, lasers in your eyes..." And in Star Wars, Luke Sky- 
walker himself has a replacement part or two. 

The same technology could enable those with undam- 
aged bodies to enhance their abilities with artificial parts: 
which could give us the "Mech Warriors of BattleTech and 
the “battle-armored road warriors" of Cyberpunk. And Star 
Wars' C-3PO basically has a fully bionic human body without 
any human parts. (A University of Utah spin-off company 


called Sarcos is already creating human-sized, lifelike robots 
that can see, speak, and even dance or hit a racquetball. All 
the robots lack is their own brain; they're currently operated 
by humans wearing sensor suits that send signals to the 
robotic bodies.) 


Getting There is Half the Fun... At Least 


If so far it seems that Cyberpunk and Shadowrun hold the 
edge in the reality department, it's mainly because they take 
place on Earth, for the most part, although there has been 
some movement into space in the Cyberpunk universe. Bat- 
tleTech is set in the distant future and Star Wars in the distant 
past, when people think nothing of flitting from star to star. 
Much as it pains me to say this, as a science fiction fan from 
far back, that’s probably the least likely element of any of 
these games. 

Space travel as portrayed in Star Wars, BattleTech, Star 
Trek, and umpteen other science fiction stories and games 
may never be possible. Certainly it won't be possible within 
the next quarter-century or so. The speed-of-light limit imposed 
by Einstein's Theory of Relativity isn't just a good idea: it’s the 
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law. If we ever find a way to subvert it, it will involve enor- 
mous energies such as you might find bound up in a black 
hole or similar stellar object. It's highly unlikely anything the 
size of the Millennium Falcon will ever be able to zip into 
hyperspace and flit to another star in a matter of hours. 

There’s nothing to stop us from moving throughout our 
own solar system, but 
given the current state 
of the space program 
and the financial 
pressures on it, it’s 
doubtful that in 
the near future 
we'll be doing much 
more than the kind of 
low-Earth-orbit space- 
hopping we do now. 
Give Cyberpunk the 
edge in reality in the 
space-technology 
field, as well; it boasts 
orbiting and lunar 
colonies and mass 
drivers capable of 
hurling rocks down 
on targets on Earth, 
with all the effect and 
none of the fallout of nuclear 
weapons. 


Will Newt Still Be Writing Alternate History Novels in 2095? 

The fact that such an attack has been carried out in 
Cyberpunk's history is a pretty good indication that the 
world's political situation isn't great in that game. But then, 
the major driving force behind the action in all four of these 
games is the political situation. Politics is particularly difficult 
for futurists to deal with, because, unlike technological 
advances, political changes aren't governed by natural law, 

Star Wars and BattleTech posit perfectly reasonable polit- 
ical situations, as far as we can tell; they're both so far removed 
from the here and now that there's not much point even 
commenting on them. Cyberpunk's "world" is much closer 
to home, though. Its dark future is based on the misuse of 
some of the technologies mentioned above, and something 
called "technoshock," which occurs ^when technology out- 
strips people's ability to comprehend or fit it into their lives," 
This leads directly to a breakdown of society, called the Col- 
lapse, and to a future when "everything is more or less run 
by the corporations." 

Much the same kind of political situation is postulated in 
Shadowrun, with the exception, of course, that the collapse of 
society in that game was caused by the resurgence of magic, 
not by advancing technology (although... see Clarke's Law, 
above). Very few futurists are predicting a sudden resurgence 
of magic, although New Age types may beg to differ. 

Corporations taking control? The fact that money flows 
around the world in an instant via computer is leading to 
a globalization of the economy in which multinational cor- 
porations, beholden to no one country, are already becom- 
ing a law unto themselves. (So are the 20-somethings 
handling their affairs, as the world learned recently when 
a young broker helped bankrupt Britain's oldest bank.) And 
"globalization" is one of the concepts we're told by even 


AH, THE FUTURE SUCKS. 
THE DOGS MAY HAVE LEARNED TO 
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TALK, BUT WHO CAN UNDERSTANO A | 
WORD THEY'RE SAYING? 'RORGE?' My. 


the most staid of futurists that will affect us more and more 
in the years to come. Chalk up another hit for Cyberpunk. 


It's Not Easy Keeping Green 

Finally, there's the environment. Global warming is on 
the agenda for the 21st century, and nobody is sure what 
effect it will have. Mas- 
sive hurricanes? A pos- 


sibility. Droughts, 
> ELI T floods, rising sea levels? 
- — Ditto. Ozone depletion, 


too, may continue to 
be a problem; recent 
international treaties 
have lessened the 
threat, but there are still 
plenty of chlorofluoro- 
carbons in the atmo- 
sphere chewing at our 
planetary sunscreen. 

Deforestation, deser- 
tification, air and water 
pollution... economic 
concerns may have 
pushed environmental issues to the 
back burner today, but those problems will 
К" О О О о о still be there, only worse, 
4 tomorrow. Surprisingly, how- 
ever, they play little part even in the dark near futures of 
Cyberpunk and Shadowrun. 

Despite that rather odd omission, the award of “nearest 
to what the future may really hold” has to go to Cyberpunk. 
Its technology and politics are both firmly extrapolated from 
the present day in the best hard science fiction tradition. 

Does that mean we should be buying our assault rifles 
now and hunkering down in the woods? Not necessarily. 
Cyberpunk may be the most plausible, but that hardly means 
its postulated future will come to pass. In a way, Cyberpunk 
is the flip side of those glowing stories about the wonders of 
the 1990s that appeared in Popular Science in the ‘30s. Many 
of those wonders actually came to pass, but problems came 
along with them. For the sake of creating an interesting game, 
Cyberpunk's designers have accentuated the threats of tech- 
nological and political change without much leavening their 
vision with the good things that could also happen. 

The future as it really unfolds will probably have ele- 
ments of both Popular Science gee-whiz and Cyberpunk ugh- 
shriek. Genetic engineering, nanotechnology, virtual reality, 
the "information superhighway," space exploration, envi- 
ronmental change, political change—developments in each 
of these fields will reverberate through society and interact 
with developments in other fields... 

And who knows? Something else may come out of that 
other, ever-popular field of human endeavor—left field— 
and change everything. 

All of which means that if you really want to know what 
life will be like in 2020, you might be just as well off slitting 
open a nice fat goat and studying the resulting mess. 

Your prediction will probably be about as accurate as 
anybody else's. wo 


Edword Willett is a science and science fiction writer from Regina, Saskatchewan, Canada, who 


has a strong interest in what the future holds, since he expects fo be living there, 
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E By Jeff Hannes 


As a longtime fan of green and red—no, | don’t use 
Channel/Fireball—there were two cards in Ice Age that 
instantly caught my attention—Fyndhorn Elder and Tin- 
der Wall. A Llanowar Elf that taps for two green mana? A 
Wall of Wood that you can sacrifice for two red mana? 
Heck, it’s like a miniature Dark Ritual! 

Images of third-turn Craw Wurms and Forces of Nature 
danced through my head—until | saw some of the new 
Ice Age beasties. With its power-boosting ability, the 
Shambling Strider puts the Craw Wurm to shame. And 
the Scaled Wurm? Now that’s a big creature. Forget 
Bayou Lightning (Killer Decks, InQuest #1), it’s 
time for Fyndhorn Fire! 

As soon as | saw the Fyndhorn Elder, 
| knew | had to have four. So | quickly 
picked up three more and 
formed the basis of my deck. 
From there | decided to go 
all Ice Age. Tinder Walls, Fynd- 
horn Elves, and Jeweled Amulets 
all gave the deck accelerated mana 
production, but the real fun was 
deciding what to do with all that mana. 

The basis of green is creatures, so | 
couldn't ignore some of the larger ones. At 
eight mana, the Scaled Wurm is a little over- 
priced, but it’s not too hard to get him out on 
the fourth turn with a decent draw. A typical start 
goes something like this: tap your first-turn forest to 

power a Jeweled Amulet or summon the Fyndhorn 


2 Shambling Striders 1 Essence Filler : 
| finder Walls 1 Forgotten lore 
Кю, 4 Giant Gros 
| Z 2 Horticanes 
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Elves. Play a forest and tap everything оп 
the second turn to play a Fyndhorn Elder. 
Play a Tinder Wall on the third turn, and 

load up the Amulet if necessary. On the 

fourth turn, sacrifice the wall, tap the Elder, and tap 
four lands for a total of eight mana. 

Bang! Instant Wurm. 

It’s even easier to get out 
Shambling Striders, and it’s no 
problem finding mana to 
pump them up. The real 
beast of this deck, though, 
is the Karplusan Giant. With 
a deck full of snow-covered 
lands, his special ability 
(tap any snow-covered 
land to give him +1/+1) 
makes killing Carrion 
Ants seem as easy as 
walking around a pic- 
nic ground. Using the 
procedure outlined above, 
it’s pretty easy to get the Giant out on 
the third turn, although sometimes it’s best to wait a 
turn so he doesn’t get Incinerated or Bolted. Giant 
Growths give your creatures some added punch, and if 
your opponent has blockers, Aggression lets you plow 
through them like stray weeds. 

And of course, once you've gotten all those huge crea- 
tures out, you should have plenty of extra mana to stuff 
into a Lava Burst or Hurricane. So long, Serra! With all 
that green mana, Forgotten Lore becomes just as 
good as a Regrowth. 

There are a few other cards that provide 
some nifty tools. One of the game's most ver- 
satile cards, the Icy Manipulator, can help 
you deal with problem cards like Ice Floe 
and Pit Trap. The Jester’s Cap is a must 
for any serious Ice Age deck, as it can 
provide the crushing blow. If your 
opponent's relying on Swords 
to Plowshares or Terrors to kill 
your creatures, remove three of 
them from the game. 

The Ice Cauldron is another artifact 

that can help deliver the coup de grâce, and 

its uses in this deck are many. If you're having 
trouble pulling mana producers, use the Cauldron 
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to store mana for your big creatures so — HEME DECK 


you can get them out faster. Another 
option is to load all of your mana into 
a Lava Burst or Hurricane when you put 
it on the Ice Cauldron. Then, when you 
actually cast the spell, you can do twice 
as much damage. Just remember, it’s 
almost always in your best interest to 
use the Cauldron at the end of your 
opponent's turn. That way, you can 


happen until then. 

Finally, there’s one card here that’s 
probably got you scratching your head: 
the Orcish Librarian. Don't knock it! Once 
you've got enough mana, Tinder Walls 
and lands aren't going to do you much 


next card on your library is something 
you actually want. (Just don't use it too 
much, or the ravenous Librarian will eat 
your whole stack.) 

Of course, the key to winning with 
a tournament deck is the sideboard, and 
Fyndhorn Fire's supporting cast con- 
tains some killer cards. The best card in 
the sideboard is Anarchy, which can 
crush anyone relying heavily on white. 
If your opponent's playing blue, he may 
quickly regret having to face you. 
Between Pyroblast, Monsoon, and 
Thoughtleech, even the most devious 
of blue mages will have his hands full. 
Having a problem with enchantments? 
Throw in another Essence Filter to han- 
dle the job. A couple of Shatters should 
ward off any offensive artifacts, and 
Whiteout should keep even the tough- 
est fliers at bay. 

Overall, this is a deck with which 
you can have a lot of fun. Be creative. 
Shuffle in some new creatures and 
spells, or add your favorite artifacts 


and enchantments. Fyndhorn Fire Е 


should provide enough amusement to 


last an ice age! 9: 


Jeff Hannes, who's interning for Indves, vill shortly be asked to put i 
his money where his mouth is regarding that Bayou Lightning crack, f 
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‘Somewhere Over the Rainbow 


At long last, Wizard Press is off to see the wizard! 
That's right: this month's theme deck is based on none other than The Wizard of Oz. Who hasn't seen 


Б overplayed movie at least seven times? 
save your mana for anything that might; 


(I originally tried working out a theme deck based on Sesame Street and the Muppets, but it didn’t take 


The Wizard of Oz. 


| long before | realized that the only good card | could find was War Mammoths, for Snuffleupagus, of course.) 
d Well, let's just say that when | got a look at the Ice Age Shatter, | knew what 
i had to be done. Dorothy, Toto, the Scarecrow—they re all here! We even made room for the flying 


B monkeys (vith a little help from our friend the Stone Giant). 
good. Use the Librarian to make surethe i 


OK, so the deck's not totally accessible or tourney-legal (yes, it requires two Mox Rubies), but is this 


CAST OF CHARACTERS] 


1 Lady Evangela (The girl, 
the rainbow. . .il's perfect!) 


1 Snow Hound (There are only 
so mony summon dog cords) 


1 Scarecrow 

1 Brass Mon 

1 Savannah Lions 

2 Sabretooth Tigers 

2 Balduvian Bears (Oh my!) 

1 Sorceress Queen 

(The wicked witch of the West) 
2 Barbary Apes (Monkeys) 

1 Stone Giant 

(Make them flying monkeys!) 
1 Ironroot Treefolk 

("Don't pick my apples!”) 

2 Kobolds of Kher Keep 
(Munchkins!) 

1 Prodigal Sorcerer 

(The grand old wizard himself) 
1 Shyft 

(It's a horse of a different color!) 


1 Verduran Enchantress 
(Glenda the good witch) 


1 Adventurers Guildhouse 
(Take that, you nasty witch!) 
Т Arcum’s Weathervane 

(Are you a good witch 

or o bad witch?) 

1 Braingeyser 

(If 1 only had a brain!) 

1 Chaos Orb 

("Who dares to disturb me?!”) 
1 City in a Bottle 

(The Emerald City) 

1 Dark Heart of the Wood 
(Tin men have feelings, too) 

1 Desert Twister (“I don't think 
we're in Kansas anymore. . .") 
1 Farmstead 

(Speaking of Kansos) 

1 Field of Dreams 
(Yooowwwwn. .) 

1 Flying Carpet 

(The broom's in the shop) 
Пе Cauldron ("I'll get you, and 
your little dog, 1001") 

1 Infinite Hourglass 

(Time's running out!) 


| actually playable? Uh, it'd do pretty well against my muppet deck. As for true competition... well, 
2 you'll have to judge for yourself. 


1 Melting (Oh, what a world!) 
1 Morale (Even lions can use 
a boost every now and then) 
1 Mox Emerald 

2 Mox Rubies ("There's по 
place like home!") 

1 Rust (Oil!) 

1 Shatter (/ce Age artwork, 
of course) 


1 Wings of Aesthir 
(More flying monkeys!) 


4 Deserts 
(Follow the yellow brick road) 


2 Plateaus 


1 Rainbow Vale 

2 Savannahs 

2 Taigas 

2 Tropical Islands 

2 Tundra 

1 Underground Sea 
1 Volcanic Island 


Jeff Hannes 
Moviegoer 


GIC 


The Gathering ™ 


FOURTH 
EDITION! 


Thi: printing o 


ng 
features 375 ca 
hi 
hics! You have to 
these ne 
ve them! G 


Comics & 
Bruce's Book-O: 
Comic Grapevine 
Dragon's 

Gam 


Comic Odyssey 2 
Neverland Comics 

San Diego Sports Cards 
Lyon's Den 

Key Comics & Cards 
Cards & Comics Central 
Gator Games 
Game-A-Holics Santa Clara 
Santa Monica Sportcards Santa Monica 
Ace Computer Rosa 
Name of the Game 

Neverland Comics 

Attactix 


Redding 
Sacramento 


frey Bookstore 
1am Cracker Comics 
horse Hobbies 
roes Unlimited, Inc. 
on Comics & Games 
С игу. 


Books 


Gamer 


hop of Wichita 
Something To Do 


Ship & Soldier Shop 
of Comics 
Collector's Crypt 
Cards & Comics 
Toy Soldier 
and о! 
Comix Oasis 
War Zone 


Just For Fun Hobbies 


lobby Shop 
je Players 


Comic Caboose 


T.P.S. Games 


dastings 
Fantasy Shop 
Diversions 
louse of Cards 
Splash Page 
Hastings 
easure Chest 


Ft. Wayne 
Indianapolis 
Marion 
Muncie 
South Bend 
W. Lafayette 
Lawrence 
Manhattan 
Mission 
Wichita 
Louisville 
Baton Rouge 
New Orleans 
Bridgewater 
Cambridge 
Marlboro 
Newberryport 
Summerville 
Woburn 
Baltimore 
College Park 
College Park 
N. Chelmsford 
Bath 

S. Portland 
Allen Park 
Ann Arbor 
Brighton 


Magic: The Gathering is a trademark of Wizards of the Coast 


Saginav 
Southgate 
Traverse City 


Kansas City 
Overland 
Raytown 
Springfield 
St. Charles 
Biloxi . 

Holly Springs 
Billings 
Bozeman 


Missoula 


UP YOUR SLEEVE 


E By Jeff Hannes 


Ray of Command 


Peculiar and powerful 
uses for some of Magic’s 
more versatile cards. 


If you hate playing against blue mages, Ice Age only 
made things worse. On the other hand, if you enjoy 
playing blue... well, it probably didn't take you too 
long to figure out that Ray of Command is a great card. 
It's also common, so picking up four of them should 
take no work at all. 

However, if you're just using this obnoxious spell to 
take control of your opponent's creature for a turn and 
attack with it, you haven't been using the Ray to its full 
potential. 

Here's a simple trick that's sure to get sour looks 
from your opponent. Wait until your opponent declares 
her attack, then take control of one of the attacking 
creatures and use it to block. At the very least, you 
should be able to knock off one of your opponent's 
creatures this way; with any luck, you can kill two birds 
with one stone. 

Although Ray of Command works pretty well by 
itself, its true strengths come out when used in combi- 
nation with other cards. Take a look at a card like the 
Minion of Leshrac. Its ability—tap to destroy target land 
or creature—is great, but the upkeep cost—the sacrifice 
of a creature—can really be a drain. However, throw a 
couple of Rays of Command into the equation and 
you've got a pretty lethal combination. Use the Ray to 
take control of one of your opponent's nasties during 
your upkeep, then feed it to your drooling minion. 
Doesn't cost you a creature, and tastes even better than 
an Ornithopter! 
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Untap target creature 

controls and gain control о! 

end of turn. 
ick or use al 


t 
until 
ıt creature сап 
lities that require 
ө part of the activation cost. 
ben you lose control of the 
jreature, tap it. 


Of course, the Minion is just one of many cards in 
Magic that requires the sacrifice of a creature. There’s 
also Lord of the Pit, Ebon Praetor, Hell’s Caretaker, Kjel- 
doran Dead, Soul Exchange, and Hecatomb, to name 
just a few. 

Need to get rid of a creature permanently, instead 
of just Unsummoning it? Play Siren’s Call during your 
opponent's turn, then Ray of Command the creature you 
want to die. It won't be able to attack, so poof! There 
it goes, drawn into the depths of the sea by the call of 
the mermaids. Another not-so-friendly combo includes 
either Juxtapose or Gauntlets of Chaos. Take control of 
one of your opponent's lesser creatures with the Ray, 
then swap it back to him for an even better creature 
that you get to keep for more than one turn. 

Another card that can work well with the Ray is the 
red-hosing enchantment Wrath of Marit Lage. This taps 
all red creatures in play, and prevents them from untap- 
ping. Say your opponent's got a Shivan Dragon that 
he's keeping untapped for defense. Use the Ray to send 
the Shivan his way for some hefty damage, and then 
watch your opponent grumble as he realizes that he 
won't be able to untap his grounded dragon. Ouch! 

There are plenty of other cards that work well with 
Ray of Command, but the two that work best are Dia- 
mond Valley and Berserk—especially if you have both 
of them. Remember, the Ray's controlling influence 
lasts until the end of the turn, so you can attack with the 
stolen creature or use its ability. 

If you attack and cast Berserk on your stolen beastie, 
it will die—but not until the end of the turn. That means 
you can sacrifice it to the Diamond Valley for some 
quick life before it retires to its owner’s graveyard. 

You can also try stuffing it in a City of Shadows or 
Ashnod's Altar if you're short on mana. Or heck, stuff 
it in there even if you don't need the mana—as long as 
your opponent doesn't regain control of their creature. 

Ray of Command has dozens of uses, and a lot of 
them aren't even evident until you check out the abil- 
ities of the creatures you take control of. Did your oppo- 
nent just play a Prodigal Sorcerer that's going to waste 
your Phantasmal Mount next turn? Take control of the 
Prodigal Sorcerer with a Ray of Command, then have 
the Sorcerer do a point of damage to himself. Better 
luck next time, Tim. 

OK, so you get the point. Just remember one sim- 
ple rule when using the Ray of Command: if your oppo- 
nent gets her creature back in one piece, you're not 
using this spell to its full potential. So go ahead: load 
some Rays of Command into your deck, and be ше 
scourge of all your friends! 
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Bl Mmmm. Bf stew. Y'know, it 


tastes like chicken. 


ВИ Geez.. how much salt 


would it take to kill 


this thing? 
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> PERDONEME, SENOR, 
PUEDE DECIRME: ¿QUE ES 
UN ORNITHOPTER? 


Q: If | Sleight of Mind a Crusade, then 
cast Remove Enchantments to bring it back 
to my hand, does the text revert to “white” 
when І re-cast Crusade? 

—B. Loke, Cyberspace 

A: Yes, it does. Cards that leave play have 
no memory of a previous existence. 


Q: If a Green Ward is cast on a creature 
with Instill Energy on it, would Instill Energy 
be destroyed? 

. Travis, Taylorsville, KY 

A: Yes, unfortunately. 


Q: If | have Bottle of Suleiman, cast Ani- 
mate Artifact on it, and then Regeneration, 
what happens if | decide to use its special abil- 
ity? It says discard the bottle, but I have Regen- 
eration on it. Can | save the Bottle only to do 
it all over again? 

—C. Meyers, Buffalo, NY 

А: The assumption we've made is that 
the destruction is part of the activation cost. 
Since there’s no way to interfere with a cost 
in Magic, this destruction is effectively a sac 
rifice. You can’t regenerate the bottle, 


0: Can a Circle of Protection: Red be used 
to prevent all damage done to you by a Power 
Surge, or do you have to spend a separate 
mana for each untapped land? 

М. Smith, Crestview, FL 

A: Power Surge does all its damage at once, 
so you need only spend a single mana. It's 
worded the way it is specifically for that reason. 


Q: Could I give my Giant Slug snow-cov- 
ered forestwalk or Pendelhavenwalk? 

—C. Wicks, Cyberspace 

A: Nope, only walking on regular land 
types like forest or mountain. But snow-cov- 
ered lands are considered basic lands, so a 
forestwalker could tackle snow-covered forests 
as well as typical forests. 


Q: | have a Ley Druid and Ice Floe in 
play. My opponent attacks me with two crea- 
tures. May | tap the Ice Floe, keeping the first 
creature tapped and unable to untap, then 
use my Druid to untap the Floe and tap the sec- 


ond creature, keeping them both tapped? 
. Wicks, Cyberspace 
A: Only the most recent target of the Ice 
Floe would remain tapped. 


Q: My opponent has a storage land with 
10 counters. | turn it into an Island with Phan- 
fasmal Terrain. Later, he Disenchants the Ter- 
rain. Does his land still have 10 counters on it? 

. Ley, Jefferson City, TN 

A: Yes. 


Q: Can a Goblin Chirurgeon sacrifice itself 
1o regenerate a creature? 

—D. Phelps, Grand Island, NY 

A: Yes. This is a recent change! A card 
can sacrifice itself to itself as long as it doesn't 
бау otherwise, like Lord of the Pit. 


0:1 have two Tetravuses in play. The card 
reads that during your upkeep, you can move 
each of the Tetravus' tetravite counters on or 
off the Tetravus, regardless of who controls 
them. So does that mean if my opponent steals 
one of my Tetravuses with a Seasinger, | can 
remove the tetravites from the Tetravus | lost 
and transfer them to the Tetravus | own? Would 
it now be a 7/7 creature? 

—J. Goodwin, Fort Davis, AL 

А: No. You can't put more counters on a 
Tetravus than il gives itself (i.e., three). You 
сап remove the "telravites" as a response 10 
the Seasinger, though. 


Q: I have a Force of Nature in play. Can 
| skip paying four green mana during my 
upkeep and use a Circle of Protection: Green 
to prevent the eight points of damage? 

. Alexander, Franklin, TN 

А; Yes. 


Q: Пар my Seasinger to gain control of my 
opponent's Deep Spawn. Then | sacrifice the Deep 
Spawn to my Homarid Spawning Bed and put 
eight 1/1 tokens into play. Do | still maintain 
control of all these counters with my Seasinger? 
And what happens if | untap the Seasinger? 

Р. Natale, Sparta, NJ 

А: You sacrificed a creature you controlled 
to your Spawning Bed. They're your token crea- 


` Tough gaming questions for Magic answered by the experts. 


tures; the Seasinger has nothing to do with it. 


Q: If my opponent has an untapped Royal 
Assassin, and | use my Northern Paladin to 
destroy it, can the Assassin tap to destroy the 
Paladin before he's destroyed himself? 

—G. Carter, Ball Ground, GA 

A: Yes. Both creatures would die. 


Q: I have a creature with an enchantment 
on il—say an Unholy Strength. My opponent 
uses her Sorceress Queen on it. Does it become 
a 0/2 plus the enchantment, or just 0/2? 

—J. Chan, Oceanside, NY 

A: 0/2 plus the enchantment. 


Q: Do walls heal? 
—D. Duffer, Cyberspace 
A You mean, like every other creature? Yes. 


0: | tap my Demonic Hordes. It's kept 
from untapping with a Meekstone. When it's 
my turn again, do | have to pay the BBB to 
keep the Hordes from tapping and destroying 
one of my lands? 

—B. Poole, San Antonio, TX 

A: Yes, you do have to pay the upkeep cost, 


Q: Не a COP: Black to protect myself 
from the damage dealt to me by a Minion of 
Leshrac, must | tap the minion? 

—S. Johnson, Rolla, MO 

A: Assuming you have no creatures to 
sacrifice and therefore must take the dam- 
age, yes, it must tap. 


Q: Can I use the Blinking Spirits ability 
to return itself to my hand а! any time? 

—A. Pullin, Pasadena, CA 

А: Any time fast effects can be used. 


0: Соп Pestilence kill а White Knight that 
has protection from black? 


—B. Fazzio, Cyberspace 
A: Ho. 


@ OK, Ive got Enduring Renewal in play 
with an Моң and an Omihopter scie the 
Ornithopter to the Atog to pump him up: 
Because of Enduring Renewal, the Ornithopter 


" 


doesn't go to the graveyard, but back into my 
hand. Can | keep casting and sacrificing the 
Ornithopter to the Atog over and over again to 
make him infinity / infinity 

—"Batlmaster,” Cyberspace 

A: Until we publish the errata on Endur- 
ing Renewal, yes. 


0: The wording on Nameless Race says: 
“Effects that prevent or redirect damage may 
not be used to counter this loss of life.” My 
question is, can | use a Reverse Damage on 
this loss of life? 

—SamMartial, Cyberspace 

A: Loss of life is not damage, so no. 


Q: If my Sentinel blocks а Carrion Ant 
(0/1), which later inflates itself during com- 
bat with two mana (2/3), does the Sentinel’s 
toughness increase as well? 

—Jimnasium, Cyberspace 

A: No. When blocking or being blocked 
by a creature with Firebreathing (or similar 
power enhancing abilities), the Sentinal must 
choose its toughness as a fast effect. That tough- 
ness must remain constant, barring further 
spells or effects, until the end of the phase. 


Q: IFI cast Recall and it’s countered, do | 
lose the cards 1 set aside to be sacrificed? 

— Brian Caldwell, Stony Point NY 

A: Well, according to the WotC database. . . 

ERRATA: Recall should be read as follows: 
“Choose and discard X cards from your hand 
to take X target cards from your graveyard 
and put them into your hand. Remove Recall 
from the game.” 

Note that you choose the cards when Recall 
is played, before it would be countered. If it turns 
out somehow that not all of those cards are in 
your hand when the effect resolves, you discard 
the rest of the chosen cards but get no cards back 
from the graveyard. If Recall fizzles on one of the 
target cards, it will work normally on the others, 
just as with any multitargeted effect. 

Players concerned about their opponent 
cheating in this way lie, just deciding which 
to discard when the effect resolves) should 
agree on some sort of protocol for keeping 
track of which cards were selected. For exam- 
ple, the hand might be divided into two groups 
for the duration: the cards selected for Recall, 
and the cards not selected 9 


Have а gaming question that's driving 
you up he wal? Just drop us a line and 
we'll calm your nerves. E-mail us at 
InQuestMag@aol.com or write to: 


STUMPERS c/o InQuest 
151 Wells Ave. 
Congers, NY 10920 


Include your full name, address, and 
phone number. 


Q: How do | tell which cards affect which characters? I've got a Police Station that con 
turn and maintain 10 add +2 to the Fighting of any Cop, but who is a Cop and who isn’t? 
A: We left a paragraph out of the rules. The paragraph introduced the term “designator.” 
Here's the paragraph that’s going back into the rules as soon os we reprint the rulebook: 


Designators: Words that appear in the name and subtitle of a card are that card's 
designators. Subtitles are the first line in the rules text. Many effects target cards with spe- 
cific designators. For instance, the Undercover Cop gets +1 Fighting for every Cop char- 
acer in play. SWAT Team counts as a “Cop” thanks to its subtitle: “Cop Pawns.” Maverick 
Cop counts as a Cop because of her name. But the Buro Official does not count as a Cop, 
since his subtitle is “Vile Bureaucrat.” 


Q: Do characters have to turn to intercept? 

A: No. Characters are normally able to intercept attacks aimed at targets of the same 
location. If you want a character to intercept an attack aimed at a different location you 
have to move the character to the other location in order to declare them as an intercep- 
tor. Usually it's necessary to turn a character in order to change their location and inter- 
cept, but characters with Mobility can intercept attacks at any location without turning. 


Q: Are resources spent like Power? 

A: Using a resource to play a card does not decrease your resource pool. Power is gen- 
erated and spent turn by turn. Resources gather in your pool. The only way to perma- 
nently lose a resource provided by a character or a resource-providing site is for the 
character or site to be toasted. Characters or sites that are returned to your hand also stop 
generating resources, but since they can be played again, that’s usually temporary. 


@: Can a single defending character intercept more than one attacker per attack? 
A: No, each intercepting character may only intercept one attacker per attack. But mul- 
tiple defenders con arrange themselves in a chain and intercept the same attacker. 


Q: Does an intercepting character do its damage to all attackers or just one? 
A: Just one unless you have a cord that changes this like Whirlwind Strike which allows 
you to intercept another character once the round of combat has ended. 


Q: The Unique Auction system is somewhat confusing. What is it used for and how 
does it work? 

A: What you can do with an Unique Auction is allow yourself or another player to 
control a Unique character, while taking that choracter away from someone else. When the 
second copy of the character, say Sun Chen, comes into play, the person who has played 
Sun Chen must pay one extra power to begin the auction. Anyone on the board can enter 
into the auction putting up an appropriate amount of power. The winner of the auction pays 
the power (the losers don't) ond he hos the option of saying who keeps the character in 
play and who loses it. If the player who had the character in play loses it, it is smoked; if 
the new character loses, it is toasted. So there is а price to pay for starting an auction ond 
losing il. 


Q: Say | attack with my Shaolin Master and my opponent uses the Kinoshita House, 
does this make my attack unsuccessful? 


A: Yes, because the definition of a successful attack is one that DAMAGES the target 
that was chosen, not that it actually happens. 


We'd like to thank Rob Heinsoo for all of his 
help on this month's Stumpers Spotlight, and 


hope that Operation: Killdeer does not get to 
him too. 


ШЕ Hey, you're on sacred 
ground now buddy. 


Careful where you pee. 


Friends of the Dragon 


ey. . hat guys got a 
comera! Everybody... 
strike cool kung-fu pose! 
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Middle-earth: The Wizards" is ICE's simple, elegant, 
and intriguing card game for one to five players set in 
Tolkien’s epic fantasy world. Players design their own 
unique decks and compete in a fierce struggle against 
the forces of Sauron, the Evil One. Each plays one of 
the five Istari“ (Wizards) sent by the Valar to right the 
Balance of Things in Middle-earth: 


Gandalf the Grey, servant of Manwé, the Lord of the Sky 
and King of the Valar; 

—Saruman the White, servant of Aulé the Smith and Father 
of the Dwarves; 


Radagast the Brown, servant of Yavanna, the Mistress of 
Growing Things: 


—Alatar the Blue, servant of Oromé, the Hunter; and 


—Pallando the Deep-blue Istar, servant of Mandos, the Lord 
of Doom. 1 


Published hy IRON Crown ENTERPRISES, né (ICE), PO Box 1605. Charlottesville, VA 22902 
USA, the exclusive worldwide license holder for adventure games based on J.. R. Tolkien's 
The Hobbit and The Lond of the Rings. 


Card Graphics by Derek Carbonneau, 


Copyright © 1995 ToUkIEN ENTERPRISES, а division of the Saul Zaentz Company, Berkeley, CA. 
The Middle-earth: The Wizards, The Hobbit. The Lond of the Rings, and Middleearth—and all 
characters and places therein—are trademark properties of Tolkien Enterprises. All characters 
and places derived from the works of J... Tolkien are common law trademarks used under 
license from HarperCollins, publishing successors 10 Unwin Hyman. Ltd, and George Allen & 
Unwin, Lid., London. UK. Al nights reserved. 


THE WIZARDS 


earth’ 


“They first appeared in Middle-earth about the year 1000 of the Third Age, but for long 
they went about in simple guise, as it were of Men already old in years but hale in body, 
travellers and wanderers, gaining knowledge of Middle-earth and all that dwelt therein, 
but revealing to none their powers and purposes.” ; 


The Istari” Unfinished: Tales, p. 405 


In Middle-earth: The Wizards" your Istari influences 
characters, who form companies and fellowships апа journey 
afar to gather "resources"—including allies, factions. arti- 
facts, and lore—all in an effort to strengthen the cause 
against Darkness. Their daunting mission involves avoiding 
a host of “hazards,” including strange enchantments and 
environments, foul beasts, terrible monsters, and the fell 
minions of the Lord of the Rings. The struggle requires а 
constant balance of power and secrecy, strength ang Stealth. 
and speed and réstraint. After all, the lure of the lang and 
the senses and the risk of “self-corruption” present Powerful 
dangers to the Istari’s noble cfusade. 


MIDDLE-EARTH: THE WIZARDS" 


ICE's Collectible Card Game Based on 
J. К. R. Tolkien's Epic Tales of 
The Hobbit and The Lord of the Rings 


Iron Crown Enterprises, Inc. 
Р.О. Box 1605 
Charlottesville, VA 22902 
(800) 325-0479 or 

FAX (804) 977-4811 

eMail: VAICE @aol.com 
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Bl Toke a shortcut on the 


electronic highway: 
NetGames spotlights the 


Web’s best games. 


PBMGAM CoMPUSERVE AND 60: 


PLUGGED IN 


PBMGAM ComPUSERVE AND GO: 


Magic by E-Mail 


Got a week or two to spare for a Magic game? That's 
the kind of time you'll need if you decide to partici- 
pate in Play-by-Mail Magic games on your computer. 

Ү'$ее, this game is different from your standard 
Magic games in that each turn is played by electronic 
mail (e-mail). | gave it a whirl on CompuServe’s 
PBM/Board/Card Game Forum. To get there, you 
key Go: РЕМСАМ. 

If you're into quickie games, you can forget PBM. 
This form of play is basically for people who may not 
have any opponents locally. 

To play, you need to download one of the two 
rules files in the Magic Games Library. | used 
Magic.PBM, a text file that explains how to play in 
easy-to-understand language. 

Although it wasn't really necessary, | also utilized 
the Deck.ZIP program for DOS, which allowed me to 
track my deck and shuffle my cards. If you're only 
playing one game, this particular program isn't nec- 
essary. | was adventurous and took on two chal- 
lengers in separate games, so the program came in 
really handy. 

For the most part, games are played on the honor 
System. Nobody asked me to submit a list of cards to 
à moderator. (Tournaments are different: the games 
are moderated, and card lists are submitted by players.) 

By the way, if you're inclined to make the neces- 
sary effort, there is a fairly ingenious 
program that ensures that players 
cannot cheat (using a password sys- 
tem that allows your opponent only 
to look at select cards). The pro- 
gram, Deckpw.ZIP, is also in the 
Magic Games library. 

On the downside of PBM Magic, 
you're basically playing a card game 
without seeing the pictures. | found 
that keeping notes on which cards 
my opponent and | had out was 
very helpful. 

The benefits, however, are obvi- 
ous. You play when you want, and 
you enjoy the luxury of taking your 
time between turns. You never have 
to worry about watching some dork 
sitting across from you rolling his 
eyes because you're taking too long. 
Also, ! got a real kick out of playing 
a hand at midnight just before bed. 


E-Notes 

Mo’ than Magic: CompuServe’s PBM/Board/Card 
Game Forum isn’t limited to just Magic. In fact, Diplo- 
macy, Star Fleet Battles, and several other strategy 
games seem to be more active than Magic. Rules and 
strategies pack these libraries, and opponents are 
abundant. 

Three Wishes: Recently, GEnie was granted a 
gamer’s wish: the contract for an on-line Magic forum 
(“Worldwide Magic,” News & Notes, InQuest #5). 

Although cybersurfers on CompuServe, America 
Online, and Prodigy can all play Magic on-line, only the 
GEnie service will provide a graphics-rich environment. 

GEnie already boasts active company representa- 
tives from White Wolf, FASA, LucasArts, West End 
Games, and TSR. Most of this can be accessed by click- 
ing on the Games icon and going to the Scorpia area. 

Book 'Em: If you're tired of using aaagonizingly 
slow Web browsers and search tools to find the games 
you want to play, throw the book at them. The 
NetGames book, that is. NetGames: What's Playing 
in Cyberspace is billed on the cover as "The Guide to 
Games People Play on the Electronic Highway." 

NetGames, published by Random House and 
Michael Wolff & Co., does everything a good Web 
browser should: help you find the stuff you want to 
use. In fact, it's a good starting point for gamers who 
want to get on-line for the first time. 

It has chapters for frequently asked questions, 
roleplaying and adventure games, action games, 
strategic games, and multiuser dungeons. It's become 
a resource for InQuest office drones with a computer 
and modem. 

Things that Make You Go "Hmm": Wouldn't 
an Ironroot Treefolk with Firebreathing be, shall we 
say, a bit of a fire hazard? Why doesn’t a Whippoor- 
will fly? 

These questions and more are raised on the Magic 
Imponderables page on the Web (http:/www/its.- 
bldrdoc.gov/~bing/impond.html). It’s a great way 
to get a quick chuckle at the expense of Magic's 
designers. 

The Imponderables people welcome your clever 
ironies for the board. To submit your idea, e-mail 
“Imponderables” at bingGits.bldrdoc.gov. And please 
send us a copy. We could use the laugh. 


Buddy Scalera (WizardTGTC@aol.com) hopes to be elected the first female pres- 
ident of the U.S. 
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BACK To SCHOOL MQUEST CONTEST 


Awww. Labor Day weekend has just passed by, and we all know what 
that means: school. No. 2 pencils. Biology Il. Cafeteria food. Teachers 
with big о? frumpy butts. No, school ain't exactly the most fun thing 
in the world. 

But there’s always that wonderful little slice of the day, one that 
doesn’t exist іп the summer, one that we like to call “after school.” 


And “after.school” is the perfect time to gather a bunch of buddies 
and do neat things like play Magic: The Gathering—especially with 
the new Ice Age and Chronicles sets burning up the shelves. 

Heck, you might even want to make after-school Magic a regular 
occurrence. You might even want to make it an official type of thing— 
like a club. Then, and only then, can you combine fun and schooling into 


the trip of a lifetime. 


“SAY WHAT? TRIP OF A | 


LIFETIME? 


JUST WHAT ро | GOTTA Do? 


Simple. We want you to set up an after-school 
Magic: The Gathering club. And since you're set- 
ting it up, you get to be the president, too. Not 
a bad deal, eh? All you have to do is sign up five 
members (excluding yourself) for your club, and 
you're officiall 

But to enter the contest, you've got to send 
us your bona fides. Неге в what we want to see: 

1) The name of your club. 

2) Ite charter. C'mon, you know you need а 
charter with rules and stuff. 

3) Your name and the names of the five (or 
more!) other people you sign up. 


4) The name and address of the school you're 
affiliated with—uh, with which you're affiliated. 
(Sorry, Mr. Churchilll) 

That's it. Now wasn’t that easy? You can be 
from any school from elementary school straight 
through to college. And don't you out-of-school 
types start whining, either, ‘cause you can par- 
ticipate too. Heck, if you're not in school, start 
a club with your friends who are. Or your kids. Or 
your friends’ kids. Or... you get-the picture. 

Entries from presidents of all valid clubs are 
put into a random drawing, and lucky winners can 
walk away with some great prizes. 


Ya mean | don't gotta go to school, and I'm still 
gonna get a scholorship? Count me in! 8 


е 
б га nel Prize (One winner): One lucky 
prez will receive the first-ever Wizards of the Coast Magic scholarship—a chance to bring even greater 
knowledge to their club by graduating from WotC University! The club president and one associate will come to Wizards of 
the Coast headquarters for a weekend of learning and mastering Magic: The Gathering and all those other neato Wizards of the Coast 
games. Upon completion of schooling and testing, the president and associate will receive a diploma from WotC University. Your round-trip trans- 
portation and lodging аге paid for by the scholarship. Clear a date on the calendar—this little educational sojourn (look it up) takes place from 
December 8 through December 10, 1995, and there are no substitute dates. See The Legalese for more important info. 


Second Prize (10 winners): Теп dub presidents will receive a package of Magic: The Gathering good- 
ies for their club, including posters, T-shirts, calendars, and a brand-spankin’ new box of Magic: The Gathering 


HOAS booster packs. You'd better share and share alike or you'll be voted out. 


Fill this sucker out, attach it to your club 
information, put it in an envelope, and send to: 


Magic: The Gathering Back to School InQuest Contest, 


clo Wizard Press, FO. Box 118, Congere, NY 10920-0118 
Contest Entry Form У 


Ques? 


In 


No purchase necessary. Contest i? open ta anyone except employees of Wizard Press, Wizards of he Coast, ond 
their immediate families or my old 12th grade physics teacher who gave me o C. So wha if | skipped holf the 
semester? Prin! your nome, date of birth, address, (йу, state, ZIP code, and telephone number. with orea code on 
the official entry form or a 3-by-5-inch index card, ond attach to your club info. Enter as many times (5 you like 
Mall eoch entry separately o: Magic: The Gathering Back to School InQuest Contest, c/o Wizard Press, P.O. Box 
118, Congers, NY 10920-0118. No mechanical reproductions of completed forms will be accepted, but you can 
photocopy the entry form before filing it oul if you don't wont to mess up your magazine. All entries become 
property of Wizord Press, and none will be returned. All taxes (federal, state, ond local, if ony) will be the 0 
responsibility of the prize winners. No cash equivalent or substitute prizes will be offered. Prizes ore cworded in 
the nome of contest winners ond are not transferable, The law says that no matter what happens to cafeteria 
Ї food, even if ike, o janitor loses his hand inthe vat of sloppy joe sauce, they con stil serve it to you. So watch 
yourself. Offer void where prohibited, regulated, or restricted bylaw ina manner inconsistent wih the purposes 
$ gndrules hereof. Grand prize winner must be 18 years of оде or older unless associate is parent 
ü or legal guardian of winner. All entries must be received at contest heodquorters by October 31, 1995. Wir 
2 ord Press is not responsible for lost late, misdirected, or mutilated entries. Odds of winning will be determined == 
by the number of valid entries received prior to the closing date ofthe contest. Prize winners will be selected by 
І rondom drawing among oll properly completed entries by Wizard Press. Drawing will toke place on November 
# 45,1995. We catch you making up nomes ond well bust your head with o rock 


Nome: 


Date of Birth 


School 


Address: 


t 


бү 
Stole 
I: 


Phone: ( ) 
Hh For a list of winners, available after November 15, 1995, send o self-addressed stamped envelope to: Magic: Пе e» 
Gathering Bock to School nues Winners, c/o Mn Press, РО Вох 118, (олде, NY 10920-0118 ~ 
This month's contest is sponsored by Wizards of the © 
Coast, people who are willing to teach you a thing or > 
two about Magic. 


Closs you're most likely to Kt 


INQUEST PROFILE 


Іші fantasy illustrator 


Name: Robert James Alexander 

Births June 15, 1966, in London, Ontario, Canada 
Occupation: Illustrator 

Base of Operations: Seattle 
Career Highlights: Paperback covers for 


Deathscape and The Knights of Cawdor 


Top: Artist Rob Alexander. Bottom: Soul Kiss from Ice Age. 
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Ш By William Wilson Goodson Jr. 


Rob Alexander 


"| blame my second grade teacher," 29-year-old illustrator Rob 
Alexander says when asked what interested him in fantasy. “I had a 
teacher who, for half an hour a day, would read to us to keep us out of 
trouble. She got through The Hobbit and The Fellowship of the Ring before 
the end of the year. Illustration was something | just grew up doing.” 

Ontario-born Alexander trained at Alberta College of Arts in Cal- 
gary and the School of Visual Concepts in Seattle, and continues to 
take courses he feels he needs. His first professional work was for OnSpec 
magazine, and he did several paperback covers for Pulphouse. Recent 
works include paperback covers for Deathscape (Berkley) and The Knights 
of Cawdor (HaperCollins), two covers for the Primal Order reference 
guides from Wizards of the Coast, and “Magic cards up the wazoo." 

His primary influences are the great masters Rembrandt, Vermeer, 
and German landscape artist Casper Friedrich, He admires the 18th. 
century Hudson River Valley school, particularly Albert Bierstadt ang 
Frederic Church, Contemporary illustrators he respects include Richarg 
Berry, James Gurney, and Don Maitz. 

Now based in Seattle with his wife Susan, also an artist, Alexander js 
experimenting with oils, but normally works in watercolors, even for his 
preliminary sketches. Recently, he painted cards for two new trading 
card games: the Shadowfist martial-arts game from 
Daedalus Games and Legend of the Five Rings, set in 
feudal Japan, from Alderac Entertainment. 

Research for these projects included mostly pho. 
tographs and video, not Asian art, since he was 
using a familiar realistic style. “With Shadowfist,” 
Alexander explains, "we faced the problem: should 
we use a Chinese-style brush-painting technique 
or a western-style realism? That's always а ques. 
tion when dealing with a culture that has а differ. 
ent artistic tradition.” 

Seeing his book covers on a rack is а big thrill for 
Alexander, and he is having a lot of fun with Cards, 
but future projects he would like to try include chil. 
dren’s books illustrations and matte painting, prob. 
ably for fantasy films, 


Magic The Gathering ™ & © Wizards of the Coast. Wizards of the Coast is а registered trademark. Some artwork may be protected by additonal copyrights. Photo by Patricia Edomatsu Cooper. 


Top: Spectral Cloak from Legends. 


Bottom: lllusionary Terrain from Ice Age. 


Inset: (left) Floral Spuzzem from Legends. 
(right) Sea Spirit from Ice Аде. 


Favorite work of your own... 


The Spectral Cloak 
card from Legends. 
The last large 
painting I did was 
for the cover of 
House of Hermes, a 
module for Ars 
Magica [from 
WotC]. It didn't 
print very well, but 
the painting looks 
really good. 


Favorite 
work by 
another 
artist... 

"Heart of the Andes" by Frederic Church. 
It's one of those landscape paintings that is 
about 6 feet by 10 feet, and you walk away 
thinking it is about 50 feet by 200 feet. 


The one person you'd most like 
to meet... 

There is something about the way Rem- 
brandt paints, | would like to lean over his 
shoulder for just a week or two. 


Your favorite munchie at 
2 a.m.... 

A cup of tea and pasta. Usually if | 
have some for dinner, | save some, 
because | get hungry about 2 a.m. 


Things you collect... 


Art books. | have started collecting dried 
and mounted bugs. Like most artists, | am 
working on my own natural history 
museum, things that at some point you are 
going to wantto know what they look like. 


Favorite pastime or hobby... 
Painting. | enjoy that more than anything 
else. My other hobbies include getting out 
in nature, hiking and camping. 


Costume worn the last time you 
went trick or treating... 

used to dress up as a wizard to give out 
the candy. 


Last good book you read... 
The Magician series by Ray Feist. 


Last good movie you saw... 
Rob Roy. My ancestry is Scottish, and | love 
pictures of Scotland. 


Favorite fantasy character... 
Strider [from Lord of the Rings]. Later in the 
book, he turns out to be the king, but | liked 
him most as the ranger. 


Fantasy character or 
creature most like you... 
A lot of people have come up 
and told me | look like an elf. | 
think they are thinking about 
the Tolkien characters rather 
than the traditional fairies. 


М you were an all- 
powerful wizard, what 
you would do with 
your powers... 

| would make myself immortal so that 
could draw for the rest of my life. 1 love 
painting and drawing so much; everything 
in my life tends to revolve around that. | 
would be able to play with it and enjoy it 
for years and years. j 
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What's What: Fast Нео, 77 


Instants, and Interrupts 

For hê purposes o tis aride sel ander ches are interchangeable. 
Examples involving the casting of a spell шм the same when you're 
using an ability of the same type. 


“instant” means either aninstant Spell or a card ability that requires 


ап activation cost but does not say that il is played as an interrupt. 
“interrupt” means an interrupt spell or a card ability that requires 
an activation cost and says that it is played as an interrupt. Some card abil- 
ities, such as the ability fo draw mana from a basic land When you tap it, are 
treated as interrupts because the rules say they should be. 

A “fast effect" is either an instant or an interrupt. Unless the card 
specifically says otherwise, fast effects may be played atalmost ony time in 
the game, even when it's not ie ver s turn, 


A "normal spell” isan enchantment (of ony type, such as an 


ІЗІ 0 Û E sm 


enchant land or enchant artifact), a sorcery, an artifact; or a summoning. 


These may only be cast during the m. turn, and may not be used in 
Fesponse to п fast effect, but otherwise are treated as instants when being 
cast. Once successfully cast, most normal spells (with the exception of sorceries) 
produce permanents like creatures or enchantment, These enchantments 
often have Ж that are fast effects and can be used even when it's not 
а. 2 
(fo ы] probably realize that our definitions differ slightly from 
the Magic ‚Ж Technically, "instant" means only on instant spel, ot 
a fast effect with the pe ofan instant spell, as we also define it, Ifyou can't 


abide bending the rules even a little bit, cross out “instant” and write in 


“non-interrupt fast effec” and everything ll be kosher.) 


condis 


ered trodemark. Artwork may be protected by additional 
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ast effects come in two types: 

interrupts and instants. Nearly all 

of the various tap-to-do-this or pay- 

mana-to-do-that card abilities are 

Fast effects, and Follow the same 
timing rules as instant spells. Since Fast 
effects are the only things a player may 
use during an opponent's turn, almost all 
timing arguments revolve around Fast 
effects and their resolution. 

Most timing problems happen when 
players try to do several things at once, 
then argue about the order. To fix these, 
they need to go back and break everything 
down into steps. IF someone tried to cast 
a spell out of turn or at an illegal time, 
take back that move and everything that 
Followed, and replay from that point. (Most 
of the time, there's no need to be so strict 
and nit-picky about the exact order things 
happen, but when solving a timing question, 
nit-picking is crucial.) 

All our examples are from a duel 
between Zorch Zapemfast and Nadia 
Noyoudont. It is Zorch's turn. 


Casting Priority 

Fast effects aren't really "faster" 
than other spells, despite the name. 
Since it's Zorch's turn, any time he 
and Nadia both want to cast a spell 
or use an ability at the same time, 
Zorch gets to go first even if his spell 
isn't a fast effect. 

If Nadia wants to cast a spell dur- 
ing Zorch's turn, she needs to ask Zorch 
if he wants to do anything first, or he 
can make her take it back and cast his 
own spell. This rule was in flux for a while, 
and even representatives of Magic's 
manufacturer, Wizards of the Coast, have 
given conflicting answers, but that's what 
was finally decided. 


Instant 
When anyone uses any non-interrupt 
spell or effect (even normal spells), it 
goes through these steps: 


1. Declaration. The player must say what 
the spell or effect is doing and anything it 
needs, like a target (which must be legal!) 
or the value of X. None of these can be 
changed later, and the caster's mana pool 
must have enough mana before starting. 
This step can't be interrupted. 

2. Casting. Interrupts are legal now (we'll 
talk about them in another section), but 


other fast effects are illegal. The original 
spell can be interrupted lots of times— 
step 2 lasts until the original effect 
declared in step 1 is countered or until 
no one wants to interrupt that effect any 
more. Then the spell changes from 
"being cast" to "successfully cast"—but 
nothing happens yet! Once a spell is suc- 
cessfully cast, it can no longer be coun- 
tered or targeted, but it could still fizzle 
if its target becomes illegal in one of the 
next steps. 

3. Responses. Both players may now use 
fast effects "in response to" the original 
spell. Each of these goes through its own 
Declaration and Casting steps, but still 
nothing happens yet. Step 3 lasts until no 
one wants to use any more fast effects. 
4. Resolution. Everything from steps 3 
and 1 finally resolves, in last-to-first order. 
If a spell or effect has an illegal target 
when it resolves, it fizzles. No new effects 
may be declared—not even interrupts— 
and all damage waits for step 5 before 
being applied. 

5. Damage Resolution. If anything 
caused damage, handle it now, follow- 


ing the same rules as damage resolution 
during an attack. 


Here's an example, showing the steps. 
Zorch wants to kill Nadia's Prodigal Sor- 
cerer ("Tim"), and damage Nadia a bit. 
Before he can cast his spell, he has to have 
mana in his pool, so he taps four Moun- 
tains. Then (1) Zorch shows a Fireball card 
and says, “Fireballing you and the Tim for 
one point each." The mana drains from 
his pool, and the Fireball is now "being 
cast" (2). No one interrupts. The Fireball 
is now "successfully cast." 

(3) Nadia decides to respond. She taps an 
Island, then her spell goes through its own 
steps 1 and 2. (1^) She shows an Unsum- 
mon card and says, "Unsummon Tim." 
(20 No one interrupts. The Unsummon is 
now "successfully cast," and we're back 
to step 3 again. No one has any more fast 
effects, so we go on to step 4. The Unsum- 
mon resolves: Tim goes back to Nadia's 


о 


hand. Then the Fireball resolves: Tim із 
gone, but Nadia will take 1 damage. (5) 
Nadia can’t prevent the damage, so she 
loses one life. 

Notice that damage is postponed, but 
other effects, like destruction and burial, 
aren't. For example, (1) Zorch casts Red 
Ward on Tim to give him protection from 
red, and Nadia foolishly responds with a 
Lightning Bolt. In the Resolution phase 
(4), the Bolt resolves first, except for its 
damage; then the Ward resolves. Then 
the Damage Resolution phase (5) begins. 
The Bolt's damage resolves, and the Ward 
reduces it to zero. Tim lives. But change the 
Lightning Bolt to a Fissure, a red spell that 
buries the target creature. When the Fis- 
sure resolves in step 4, Tim is buried imme- 
diately. Then the Ward resolves, and fizzles, 
since its target is missing. 

The Icy Manipulator, Twiddle, and 
other cards that tap things cause a lot of 
confusion. You can solve it by remem- 
bering that casting or activation costs 
(including tapping!) are paid in step 1 
(Declaration), but effects don't happen 
until step 4 (Resolution). 


Example: Zorch casts Twiddle to try 
to tap Nadia's Tim. Nadia responds in step 
3 by using Tim's ability, since that's a Fast 
effect. She taps Tim for the cost. In step 
4, Tim's poke resolves, then the Twiddle 
resolves and does nothing, since Tim is 
already tapped. It doesn't untap Tim, 
because Zorch said in step 1 that it was 
tapping. Nothing said in step 1 may be 
changed afterward. 


Interrupts 
Interrupts are a bit different. Most 
interrupts, and all interrupts that don't 
target spells, resolve as soon as they're 
successfully cast. Their casting steps go: 


A. Declaration. Say what is being cast and 
what it’s doing, as in step 1 for instants. 
B. Casting. The interrupt itself can be 
interrupted now. This step lasts until no 
one wants to use any more interrupts. 

C. Resolution. If the interrupt wasn't coun- 
tered, it resolves right away—none of the 
last-to-first business of other fast effects. 


Notice that there is no Responses step 
for interrupts, as there is for fast effects. 
You may never respond to an interrupt 
with an instant. 

Tapping land for mana is an interrupt 
that doesn't target a spell, so it follows 
these rules, too. Yes, it's legal to interrupt 
€ T 
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Example: Zorch tries to cast 
another Fireball. This time, while 
the Fireball is being cast (step 2), 
Nadia interrupts it. First she (A) 
taps an Island. (B) No one inter- 
rupts the Island; so (C) it 
resolves, and she gets the mana. 
Now she interrupts the Fireball 
again, using her blue mana to 
(A) cast Blue Elemental Blast at 
the Fireball. (B) No one inter- 
rupts the Blast, so (C) it resolves, 
countering the Fireball. 


someone's land tap. 

Remember, interrupts may also be 
interrupted themselves. So when Nadia 
interrupts the Fireball with her Blast, Zorch 
may interrupt the Blast by tapping a Moun- 
tain and then interrupt the Blast again to 
cast a Red Elemental Blast, countering the 
blue Blast. If no one casts any other inter- 
rupts, the Fireball resolves normally. 

A Casting step may contain any num- 
ber of interrupts, each one resolving before 
the next is declared. Nadia could interrupt 
the Fireball by tapping an Island, then using 
a Ley Druid to untap the Island, then tap- 
ping the Island again, and then finally cast- 
ing Counterspell. (The Ley Druid’s ability 
is legal to use because the card specifically 
says that it may be played as an interrupt.) 

There are two exceptions to the rule 
about resolving interrupts immediately. One 
involves someone interrupting one spell to 
target a different spell. The rules do allow 
this, but it’s messy and very hard to explain, 
even for a trained WotC representative. 

The other exception is when both play- 
ers want to target the same spell. Any time 
Nadia targets Zorch's spell, no matter 
whose turn it is, once her interrupt is cast, 
he has two choices: 

Let the interrupt resolve (С). If he does, 
both of them can still interrupt, but Zorch 
isn’t allowed to target his own spell any 
more. (Nadia still can.) 


Example: Zorch casts Fireball (1). (2, A) 
Nadia tries to Blue Elemental Blast it. (B) Zorch 
puts Nadia's Blast “on hold” and uses a Death- 
lace interrupt on his own Fireball, turning its 
color to black. Then he lets the Blast resolve 
(C); it Fizzles, since the target is no longer 


red—or legal. 


Put Nadia's interrupt "on hold" and 
target his own spell himself (B). If he does, 
Nadia's interrupt will stay "on hold" until 
his interrupt resolves. Then he gets the 
same two choices again. 

In a few cases, the interdiction from tar- 
geting your own spell once you let an oppo- 
nent's interrupt resolve hurts the original 
spell-caster. Here's one: (1) Zorch casts Fire- 
ball at Nadia's White Knight, which has 
protection from black. (2, A) Nadia inter- 
rupts, targeting the Fireball with Deathlace 
to turn it black so the Knight's protection 
will stop it. 

(B) Zorch has a Chaoslace in his hand, 
which can turn a spell red, but it won't 
help here. He could (B) put the Death- 
lace "on hold" and use his Chaoslace to 
turn the Fireball red—but that's useless, 
the Fireball’s already red, and would 
remain red after his Chaoslace resolved, 
at which point (C) the Deathlace comes 
"off hold" and still turns the Fireball black. 
And once Zorch lets the Deathlace resolve 
(C), he isn't allowed to target his own 
Fireball any more. 

That's all there is to it! Next time an 
argument comes up about fast effects, 
just break everything down into these 
steps, and you should be able to figure it 


all out. 9 


Beth “BethMo” Moursund is Wizards of the Coast's representative on CompuServe, and has plenty of practice at answering tim- 


ing questions. Look for her and the latest rulings in the Cardgames and Cards forums, 
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Q: May I summon а Benalish Hero and 
put Holy Armor on her before my oppo- 
nent’s Tim can kill her? 

A: Yes. Before the Summon resolves, Tim 
has nothing to shoot at. Once it’s resolved, 
you want to cast Holy Armor and your 
opponent wants to use Tim’s poke at the 
same time. Whenever both players want to 
do something at the same time, the player 
whose turn it is gets priority. So you get to 
cast Holy Armor before Tim pokes. Tim’s 
poke resolves, then the Armor appears, then 
the poke’s damage resolves. 

Q: Can Twiddle save a creature from a 
Royal Assassin? 

A: Ves. Effects resolve in last-to-first order, 
and if a target becomes illegal before an 
effect resolves, the effect “fizzles.” The Assas- 
sin may only target a tapped creature. If you 
Twiddle to untap the creature in response 
to the assassination attempt, the Twiddle 
resolves first, untapping the creature, and 
the assassination fizzles, 

Q: Сап | spoil someone's spell by casting 
Mana Short after they tap mana? 

A: No, because Mana Short is an instant. 
Tapping land for mana is an interrupt, and 
you can't respond to an interrupt with an 
instant. You can't cast the Mana Short until 
after they finish declaring their spell. At that 
point, all of the mana for the spell has already 
been paid. 

Q: What happens when one player Forks 
a spell and the other Counterspells it? 
Alt depends upon who cast the original 
spell. If you cast Disintegrate and | cast 
Counterspell, you can put my Counterspell 
“on hold” and Fork the Disintegrate. The 
original Disintegrate will be countered, but 
the copy will still be there. On the other 
hand, if | cast Disintegrate and you cast 
Fork, | can put your Fork “on hold” while | 
Counterspell my own Disintegrate, making 
your Fork fizzle. | can even Fork m own 
spell before Counterspelling it; my Fork will 
work and your Fork will fizzle! 

% f ! 40р тепе mana tap by 
aoslacing and Blue i 
their land? bir dsc 
A: No. If you cast before they tap, they can 
tap the land as an interrupt, and get the 
mana before your spell resolves, And if you 
interrupt their tap with your spells, they stil 
get the mana, since destroying the source 

of an effect doesn't Counter the effect. 
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7 
/ ошен to the vampire 
mythos, illustratórgrig Bradstreet deserves the 
credit for breathing mew fun life into the 
undead. Bradst (ert dile and sensual brush 
strokes helped We ерлон% Vampire: Тһе Mas- 
querade take off, ке... . well, like a bat out of hell. 


The 28-year-old Maryland-born artist has also 


done a two-page spread for White Wolf's Wraith, 


13. vest К Жылу; 


as well as comic Бърк, inks Bat DC's нат” 
and Dark Horse's X ånd Йе Muc of the Spear 
Bradstreet, who currently E resides in Bld or 
ington, Ill., gets his creative ји 5 flowing by lis- 
tening to everything from Crosby, Stills; and 
Nash to Pantera. Surprisingly, he never had any 
formal art training, but spent his childhood 
drawing cars; dinosaurs, and stick-man wars— 
or as he puts it, "murder and mayhem." But 


that's what childhood’s all about: 


Tim Brad street: | remember this Civil War book | saw in 
grade school [with] paintings of the battles that went on in Get- 
tysburg. [They were views from above showing] where this 
guy’s people were entrenched and where this general was... 
That influenced me quite a bit. | drew that kind of 
stuff until | saw Star Wars. It really influenced the hell 
out of me and got me into science fiction. That’s what 
[takes you] from stick men to thinking about charac- 
ters and building and defining the kind of direction 
you want to go in. 


TET 


did in high school. We had a great dungeon 
master. He had this thick, resonant voice and a 
great imagination. If not for him, | probably 
wouldn't have played. That's how I kind of got 
into, oddly enough, doing game art. Looking at 
the work that was in there, it was all pretty sub- 
par at best. 

Getting into games was my plan for getting 
into comics. What | wanted to do was get paid 
while learning and working at the same time. 
| looked at comic artist Tim Truman as an 
example. | figured I'd work my way up 


Above: Yim strikes a pose in his studio. 
Below: Art for The Awakening, a card in Last Uni- 
corn Games’ Heresy: Kingdom Come, 


through games, work on my style, 
grow, get to where | want to be, and 
then the jump to comics would be a 
lot easier. And along the way I'll make 
contacts. That was my plan. 


Growing up ina small town, 
there’s not really a lot of ways that 
you can plan a comic career. So basi 
cally | drew like everybody else did 
l'd stop at the comic shop and show 
them my work. 

[That helped me get] in touc h with 
a guy who painted covers for FASA and 
Game Designers Workshop. And 
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because GDW is right here in Bloomington, what better 
way to jump right in? This painter [Steve Venters] was 
doing interiors on one of their books, Twilight 2000. 

| said | really wanted to concentrate on doing covers. | did 
a couple of samples for him and he said, "You're the guy." 
So | started doing pencil drawings for GDW. That was my first 
professional job, in Twilight 2000. 


Yeah, it just kind of grew from that. The big breaking 
point in my career was FASA's Shadowrun. Alex Ross [artist of 
Marvel Comics' Marvels and DC Comics' upcoming Kingdom 
Come] was doing illustrations for it using photo references. 

| used to trace photos 


it. | like to draw that moment before the action starts. | like 
to suggest the action. If you look at any of the work I’ve 
done, it's ambiguous. A lot of things really leave a lot to 
the imagination. 

| don't think | would've stuck with photorealism if | 
didn't have an idea of what it was gonna do for the reader. 
First of all, it's very realistic. | really think that's one of the 
biggest reasons that my art is so popular. People see their 
friends, they can access it. It makes it real to them. 


How did you first get in touch with White Wolf? 
This is really funny. Mark ReineHagen and Stewart Wieck 
sent me basically what | would call a fan letter: “Mr. Brad- 


and draw really cool stuff 
before | could really draw 
[from scratch] that well. 1 
thought, if that's the level of 
artwork being done on this 
game, | really have to do 
something different here. So 
basically | went through 
magazines and just lifted 
stuff. | didn't know any bet- 
ter at the time, with rules 
about lifting and so forth. 

So | went ahead and did 
mine, and FASA [loved it.] 
Then I started doing illustra- 
tions for their Shadowrun 
modules. For a while | lifted 
stuff, but the guys at FASA were giving me crap: “Hey, man, 
| saw that in National Geographic!” So | started to teach myself 
how to take pictures. 

The photo reference stuff really started to take off. | 
started shooting my own stuff. | started getting people 
over and dressing them up. Basically it was like little movie 
shoots. | had my illustration, my pages of text, and I'd 
decide who's gonna be right for this piece. Then I'd ask 
a friend to pose for me. 
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No, I generally photograph them against a white wall. 
Then | create or reference the background. If | need a spe- 
cific building or the scene takes place in Los Angeles, | try 
to find photos. | want to get an understanding of what that 
area looks like to be able to create the same feeling in the 
picture. We usually just have a ball. 


just love black and white so much that I’ve never had 
much interest in doing color. Maybe I’m scared of it. My 
schedule's so packed with jobs, | don't really have any 
down time to do any color. 

| have a colorist that works with me [Grant Goleash], 
and he does all my color work. He is incredibly talented. 
| like being in that situation where he knows exactly what 
I'm talking about and does exactly what 1 want 


Mood is the entire part of my working. I’m not gonna 
draw people firing lasers at each other.and getting blown 
in half. I love to ink stuff like that, but | don't like to draw 


street, please would you do our 
game?" They asked me if | could 
do 10 full pages for this book they 
were doing called Vampire: The 
Masquerade. 

| really wanted to draw vam- 
pires, and | had just seen [Kathryn 
Bigelow's 1987 movie] Near Dark 


Below: Heresy: Kingdom Gome’s Stim Puppet. 


not too long before that. So | said, “Yeah, let’s do gypsy, 
white-trash vampires.” | had a real good handle on what 
they wanted, and | also injected what | wanted. 


It was good at first. 
This is the infamous T-shirt story. They called me and 
wanted to use one of the pictures I'd done for a T-shirt. 
They said, "We're gonna do these T-shirts and sell them 
for cost at the show to promote the game." ! said no 


problem. Pay me $25 for the token fee and I'll do a bor- 
der design for it, too, 


Bodground Ала ™ & © Steve Jackson Gomes. 


So | get to the convention and they're selling [T-shirts] 
for $10 or $15. They also said they were only going to print 
up 200. Well, they printed up a lot more than that. And | 
wasn't getting the 20 comps that I had as part of my deal. 
They sold out of them. | had to buy two T-shirts at cost, at 
the show. It was just ridiculous after that. Basically, | attribute 
this to poor planning. Vampire grew on them so fast they 
didn't know what they were doing. 


Did you continue to work for them after that? 

Yeah, | continued to do stuff for them, and | con- 
tinued to have problems with them reprinting artwork. 
Every time it'd happen, I'd see it, and I'd tell them they 
had to pay me the second. rights fee... 

1 don't want to bad-mouth White Wolf. They're a lot 
of young people, and they're trying to learn this thing 
as they go along. | have a lot of respect for them, | just 
wish they'd deal with me a lot better. 


What's your favorite Vampire piece fram your own work? 

It’s a guy sitting in chaps against a draped wall. It’s 
the only one | really have a story around. The guy is this 
vampire who just recently got turned. He’s a punk. 
He’s a bad-ass. [But] that’s just a facade, He gets turned 
and he’s trying not to allow the thirst to take over 
because he doesn’t want to take a human life. He real- 
izes it’s precious... 

He goes like a week or two without feeding. Finally, 
he’s driving on his motorcycle by 
this roadhouse and he just stops. 
He walks in and he’s kind of in this 
trance. He doesn’t realize what 
he’s doing. He orders a drink, then 
blacks out and wakes up in a bar |:-- 
full of dead people. And that's him 
sitting there. He grabs a cigarette 
and just says, "Jesus." 


With that in mind, would you want to be a 
vampire yourself? 

If you were to ask me that 
when | was reading Anne Rice’s 
books, | might've said yes. You're 
caught up in the romanticism of it 
all. But basically, they're damned. 
So how great could it be? You live 
forever and yeah, you could do 
anything you want, but that gets 
pretty boring after a couple hun- 
dred years. And then you're stuck 
or you die a fiery, horrible death. 
No, I'd rather be a vampire hunter, 


/ 


That's the main premise of your comic Red Sky Diary, isn’t it? 

People will recognize the character [from the cover 1 
did with Fred Fields]; his name is Gallows. His ancestor, 
who fought under the Kublai Khan in Mongolia, starts this 
long line of vampire hunters. 

Unbeknownst to any of these guys, the vampires were 
à race that came from some planet a millennium ago to 
use people as fodder. One vampire started manipulating 
the bloodlines so that he'd create the perfect warrior... 

This vampire realized that this invasion wasn't right. He 


Michaelines (top) and Punk Priest 
from Heresy: Kingdom Come. 

be doing the majority of it, but then I'll be calling people 
like Tony Harris and Dave Dorman; maybe we can even 
get Berni Wrightson to do one.... That's the plan. 


basically doesn't want to live anymore because he's immor- 
tal. So he wants to create the perfect guy by turning him into 
a vampire with his blood. And have Gallows in turn kill him 
and, because of his hatred of the vampires, turn around 
and wipe out that abomination on the Earth. 

The story | want to tell is Gallows as the vampire wag- 
ing his war on the minions left on Earth and eventually 
heading a task force back to this planet to wipe out their 
race. It's something I’m just going to take my time with. 


Probably sometime in the next one to five 
years it'll come to fruition. | have very high 
aspirations for it. 


Do you have any upcoming gaming work? 

Recently, White Wolf and | have talked 
about doing the last Vampire clan book, Caitiff, 
which is all the renegade vampire clans. You 
know, the ones they don't have names for? 
[Laughs] It's a very broad clan, and it's a lot of 
the bad-asses. 

Basically, I’m the art director for the pro- 
ject. I’m gonna be assigning all the art. I'll 


You did some work for White Wolf and Wizards of the Coast's Jyhad collectible 
card game, didn’t you? 

| did two cards for Jyhad. One is a guy named [Appolo- 
nius], and he looks like a biker dude. He's got a bandanna, 
chains, leather, sunglasses, and all that kind of stuff. And 
the other one is a Malkavian [named Normal]. He's basi- 
cally sitting in a padded cell. 

Before they did /yhad with Wizards of the Coast, White 
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Wolf tried to put me in touch with them. There’s nothing 
more fun for me than to draw a piece of artwork at 5 by 
7 [inches] as opposed to 10 by 15. You don’t have to draw 
nearly as big, it doesn’t take the time, and it’s just fun. 

| offered to do more cards, but they said they only like to 
have artists do one or two cards. So I’m a little disappointed. 

| also just completed a Wizards of the Coast 
card [available only from On a Darkling Plane, a 
Vampire novel]. His name’s Dan Murdock. He’s a 
Caitiff. What I’ve got here is a guy decked out in 
heavy biker leather with no ornamenture on it, no 
patches or anything like that. And he’s standing 
there just looking vicious. He’s kinda got a goa- 
tee. | keyed on the word “cruel.” 


I'm doing Heresy by Last Unicorn. It has a lot of 
cyberpunk elements in it, a lot of heaven and hell 
kinds of things. 

Most of the cards I’m doing are characters. Two 
that I’ve already 
got done are a 
priest that’s like a 
doomsday-is-com- 
ing kind of thing 
with a cyberpunk 
edge to it and a 
Native American 
activist or some- 
thing like that. 

ІЛІ probably be 
one of the main 
contributors to 
Heresy cards as they 
come out, because 
m in pretty tight 
with them. We've 
got a lot of really 
cool plans. I’ve 
been talking to 
Christian Moore, 
who's the head of 
that company, 
about doing [a card 
set] art book kind 
of like The Art of Star 
Wars Galaxy. 

I'm not sure 
how the trading 
card game people feel, but | think it'd be pretty cool to see the 
actual artwork a little bigger, and to see all the work that went 
into it. Because when it’s reduced down that far, you just 
don’t see things. Showing pencils and preproduction sketches: 
| think people would be interested in that. 


That’d be a tough one, because | don’t see a lot of 
cards, It’s a bad situation. When you work on 'em—and I’m 
not as big of a fan as | used id ре because I’ve been work- 
ing in the field for so long—it's just something you don't 


see that often. Espec ially [since] I'm gearing myself more 
towards comics. 

| don't want tc 
artwork. That stuff 


› de-emphasize the nature of that kind of 
s great. | see stuff, | just don't know 


Yop: Gaian. Bottom: the one and only Manfred Gallows. 


who does it. Hmm...! know Mark Poole's good. And, of 
course, Brom and Keith Parkinson. 
about your favorites іп the gaming field itself? 

Y'know, most of them are cover guys, and | feel bad because 
1 haven't looked at a lot of stuff recently, so | don't know 
what's going on interi- 
orwise. Of the guys that 
1 do see a lot that I really 
enjoy—man, I’m gonna 
be excluding a lot of 
people—Jeff Lauben- 
stein and Jim Nelson at 
FASA. Those two guys 
are just incredible. 


What can your comic fans look 
forward to besides Dark 
Horse’s Motorhead and pin- 
ups for Image's WetWorks? 

I’m going to be 
doing a fill-in issue of 
[DC Comics'] Starman. 
I'm going to start on 
that in September. 
That'll probably be 
people's first taste of 
what 1 can do sequen- 
tially. I’m penciling and inking it. 

| always tell people that didn’t see 
my [pencil] work for Clive Barker’s 
[never-published] Age of Desire that 
it's just like taking a bunch of my illus- 
trations and putting them into sequen- 
tial format. 


hat you've got both feet planted in the comic 
11 market, which do you prefer? 

There’s nothing | love more than 
illustration, which is what | do in games. 
Doing comic [inking] isn’t as much fun... 
because it’s a lot more work. You don’t 
get to put everything into that one shot. 

Eventually, | want to be in film. | 
kind of have a dream of doing an inde- 
Nemes pendent feature myself: directing it and 
filming it around here locally, and try- 
ing to get it into art movie houses. | 
look at this the same way I look at the 
way | tried to get into comics. Start small and work your 
way up. Make contacts as you go along. 

What | always tell my friends in this business is that as pop- 
ular as your favorite artists are right now, as soon as you get 
to know these guys, it’s no longer unattainable; anything 
seems possible. You've gotta realize that in 10 years, we're 
gonna be the guys who are running everything. It's gonna 
come, if you go after it. You've just gotta plan for it. 

All you have to do is have a style and a vision to bring to 
fruition. And you don't have to spend a million dollars to 
do it. It just takes good planning and a great idea. Your work 
is always going to speak for itself. u9 


Andrew Kardon, copy editor and mystic healer for InQuest’s sister publication, Wizard: The Guide to 


Comics, would rather be a werewolf than a vampire. Mauling is much more fun than sucking. 
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SAY BORIS, 
WHEN WER'E DONE 
WITH THIS CONTEST, 
LET'S GO BEAT UP 
VERMONT! 


So you know all about that Hyborian Gates card game, right? Sure 
you do—it’s that Julie Bell- and Boris Vallejo-illustrated game that 
puts you in the role of a Hyborian trooper. But them swell folks at 
Cardz don’t want you to just play the game, they want you in the game! 

WHAT ТӨ рө 

Ever wonder what it would be like, not just to play the game, but actu- 
ally to be a Hyborian Gates Trooper? Sure you have. Well, now you're going 
to tell us. Just pick a drawin’ tool and draw what you would look like in 
Trooper gear in any one of the Hyborian realms: Atlantis, Gaea, Osiris, Asgard, or 
Hyborea. You non-artist types can just pick up a writin’ tool and write a short description of 
what you think a day in the life of a Hyborian trooper would be like. Do either—and do a good 
enough job—and you could walk away with some keen prizes. 


Fill out this little form, attach it to your entry, put it an envelope, 
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InQuest Contest 
с/о Wizard Press, P.O. Box 118, 
Congers, NY 10920-0118. 


In quest Contest Entry Form у 


Deadline is October 31, 1995 


THE LEGALESE 

No purchase necessary. Contest is open to anyone except employees of Wizard Press, Cordz, ond 
their immediate families or that black sheep of Hyboria, Conan. Geez fella, quit hacking peo- 
ple like firewood before you give everybody from the Hyborean age a bod nome. Jerk. Print 
your name, date of birth, address, city, state, ZIP code, and telephone number with area code 
on the official entry form or a 3-by-5-inch index card and attach it to your entry. Enter os many 
times as you like. Mail each entry separately to: Hyborian Gates “Super Trooper" InQues! Con 

test, c/o Wizard Press, P.O. Box 118, Congers, NY 10920-0118. No mechanical reproductions 
of completed forms will be accepted, but you can photocopy the entry form before filling it out 
if you don't want to mess up your magazine, All entries become property of Wizord Press, ond 
none will be returned. All taxes (federal, state, and local, if any) will be the responsibility of the 
prize winners. No cash equivalent or substitute prizes will be offered. Prizes ore aworded in the 
name of contest winners and are not transferable. Offer void where prohibited, regulated, or 
restricted by law in a manner inconsistent with the purposes and rules hereof. If you don't enter 
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Dote of Birth 


[ 
like a tent stake. We've Seen em do it. All entries must be received at contest headquarters by 
October 31, 1995. Wizard Press is not responsible for lost, late, misdirected, or mutilated entries 
0445 of winning will be determined by the number of valid entries received prior to the closing 
dote of the contest. Prize winners will be selected by Wizard Press among all properly completed 
entries based on quality and creativity. Judging will take place on October 31, 1995. All deci 
sions are final. If you don't win, live with it 

For a list of winners, available after November 15, 1995, send a self-addressed stamped enve: 
lope to: Hyborian Gates “Super Trooper" InQuest Winners, t/o Wizard Press, Р.0. Box 118, 
Congers, NY 10920-0118. 

Cardz is sponsoring this contest, so let's all say a big 
“Thank You.” All together now: “Thank You.” 


City 


State: 


Shedding Light on the Ten Most Confusing Ice Age Cards 


By Beth Moursund 


Sros LEE 


Ice Cauldron 
The hands-down winner of the Most 
Confusing Card award for Ice Age is Ice Caul- 
dron. You'd be amazed at some of the ways 
players have interpreted it, so first, let's say 
what the Ice Cauldron doesn't do. It doesn't 
let you cast à colored spell using colorless 
It doesn't let you cast the same spell 
D rand over again. And it doesn't let you 
о 


t sorceries or enchantments or creatures 
cas! 


during your opponent's turn. 
Now for what it really does 
The Ice Cauldron has two separate abil- 


Every new set of Magic The Gathering cards has a few that make you go "Huh?" Well, 
InQuesthas the answers to the Ice Age cards ar ve caused the most questions so far. 


Snow-Covered Lands ; 

The Ice Age rule book merely says that snow-covered lands are basic lands. The 
Wizards of the Coast rules writers must be kicking themselves now for not explain- 
ing this better. m? j 

The real rule is: a snow-covered land is treated just like a non-snow-covered lan 
of the same type. Putting snow on a non-basic land doesn't make ita basic land. If 7878 
thing changes a land’s type, it doesn’t change the snow. Magical Hack still only Wor 
on the five words “forest,” “mountain,” “plains,” “swamp,” and “island.” The only things 
that can add or remove snow are cards that say so, like Arcum’s Weathervane. d 

Take a snow-covered mountain, for example. It counts as a basic mountain, 
so you can have as many as you want in a tournament-legal deck. Mountains 
walking creatures can walk through it. Volcanic Eruption can destroy it. Con 
version turns it into snow-covered plains, and Phantasmal Terrain turns it into 
a snow-covered basic land of whatever type the caster chooses, 

Creatures with islandwalk can walk through any island, snow-covered or not. Crea- 
tures with snow-covered islandwalk can only walk through snow-covered islands, Not 
normal islands. Merfolk Assassins can only kill creatures with real islandwalk, not the 


cheap imitation snow-covered variety. 


ities. If there's no counter on it, you can tap 
it, pay any amount of mana you want (includ- 
ing zero), and put a counter and a spell card 
from your hand on it. The mana doesn't 
need to match the casting cost of the spell. 

A spell on the Cauldron doesn't count as 
being in your hand, so a Black Vise won't 
squeeze it and a Hypnotic Specter can't 
make you discard it. It doesn't count as a 
"card in play,” either. Even if your oppo- 
nent takes control of the Cauldron, the spell 
is still yours, though your opponent could 
place spells in the Cauldron for his own use. 
The only way to get rid of that spell on the 
Cauldron is to get rid of the Cauldron itself, 
which automatically buries everything on 
it. But if a Chaos Orb falls on the spell, noth- 
ing happens! 

But you can cast the spell just as if it were 
in your hand. When you cast a Cauldron 
spell, you must follow all the normal rules: 
you can only cast it when it’s legal to cast 
that type of spell, the spell card goes into play 
or to the graveyard when it resolves, and 
you have to spend mana from your pool. 
Which leads to the second ability... 

You can tap the Cauldron, remove the 
charge counter, and add some mana to your 
Pool, How much mana, and of what kind? 
That depends on what you paid for the X in 
the first place; you get back exactly what 
you put in. There’s a catch, though: tap- 


ping the Cauldron doesn't cast the spell on 
the Cauldron—but the only thing you can 
spend the mana on is Casting that spell! 

If you put too much mana in, or if the 
Cauldron gets destroyed before you cast the 
spell, tough luck—you've got mana burn in 
your future. Since tapping the. Cauldron isn’t 
an interrupt, you have to wait for responses 
to resolve before you get the mana, ап 
cast your spell as the Next new action: ! 
your opponent zaps the Cauldron with à 
Disenchant right after You tap it, you'll be 
stuck with an indigestible lump of man@ 
when the spells resolve, 

If you tap the Cauldron тор тапа and 
don't cast the spell, then later—since there's 
no charge Younter—you can tap it again 
and add another spell. You could slowly 
build up a whole potful of Spells that WaY: 
Mana from the Cauldron can only be us 
for the last spell put on. it, though. 

So what good is this thing, anyway? 
Mainlyyitlets youlcast big spells without 
much land. You could tap an island, а 
swamp, and two mountains one turn an 
puta counter and Nico] Bolas on the Caul- 
dron. Next turn, tap the same four lands 
plus the Cauldron and summon Nicol. 
tap five mountains ang drop a Fireball ОП 
the Cauldron, then, next turn, tap the sam 


five mountains plus the Cauldron and cast 
a 10-mana Fireball. 
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Lava Burst deals X damage to 
target creature or player. 

that prevent or redirect damage 
cannot be used to protect that 


Lava Burst 

Lava Burst wins the Nitpicker’s 
Choice award. The card reads “Lava 
Burst deals X damage to target creature 
or player. Effects that prevent or redi- 
rect damage cannot be used to protect 
that creature.” 

You have to read that second sen- 
tence very, Very literally. It only men- 
tions creatures, not players, so if the 
Burst is aimed at a player, you may 
use all the damage prevention and 
redirection you want. And in Magic, 
“prevent damage" isn't the same as 
"reduce damage to zero." If a crea- 
ture is guarded by an effect that says 
it reduces damage to zero (like a Pris- 
matic Ward), that creature is immune 
from the Lava Burst. 


ROS orca 


ment 
in control of it until 


Untap target creature oj 


controls and 
end of turn. That creature can 
attack or use abilities that require. 
Ф as part of the activation cost. 
‘When you lose control of the 
creature, tap it. 


Ray of Command 

Ray of Command is like a one-turn 
Control Magic, but since it's an instant, 
you can cast it any time fast effects are 


legal—including right after your oppo- 
nent taps his attacking creatures. The 
Ray even untaps the creature and can- 
cels its Summoning Sickness for the rest 
of the turn. (The untap happens at the 
same time as the control change, so 
even if your opponent taps it before 
you get it, it will be untapped when 
you receive it.) 

You can do whatever you want with 
the creature—tap it for a special ability, 
feed it to your Fallen Angel, or (often 
most effective) block an attacker, killing 
two of your opponent's creatures with 
one spell. If you use the Ray during your 
own turn, you can attack with the crea- 
ture. (No, you can't attac during your 
opponent's turn, or attack with a wall, 
or anything like that. Nitpicker's Choice 
was a different spell.) 

You can use the Ray on any crea- 
ture your opponent controls, whether 
the creature is tapped or not, but not 
on one you already control. At the 
end of the turn, if you didn't manage 
to kill the creature off somehow, it 
goes back to your opponent and 
becomes tapped—even if it wasn't 
tapped to start with. If the creature 
is enchanted with Seizures, your oppo- 
nent takes the damage from this tap. 
If your opponent manages to steal the 
creature back before the end of the 
turn, the creature is still tapped when 
it leaves your side... although if your 
opponent used a Ray of Command, 
she would indeed get it untapped. 

Magus of the Unseen works exactly 
the same way, but steals artifacts. 


Deflection 
Deflection is the latest addition to 
blue's arsenal of "mess with you" spells. 


It takes any spell with a single target and 
gives it a new target of your choice. You 
can turn a Fireball back on its caster, 
divert a Stream of Life onto yourself, 
reroute a Control Magic onto the caster's 
own creature, divert an Unholy Strength 
to one of yours, or even turn a Coun- 
terspell against itself! The possibilities 
are endless, and your opponent will hate 
you for all of them. 

Deflection can't affect non-targeted 
spells, so you can't Deflect a Demonic 
Consultation or Lich. "You" is always 
the spell's caster it's not a target. (Nice 
try.) Deflection also can't affect spells 
with multiple targets, like a Fireball split 
between two creatures. And the new 
target has to be legal, so you can't 
Deflect a Terror onto a black creature, or 
a Black Vise back on its caster. In a mul- 
tiplayer game, though, you could Deflect 
the Vise onto a third player, since the 
new ability wording for this spell speci- 
fies that it has one target opponent. 


Meteor Shower deals XV damage 
divided any way yon choose 
among any number of target 
creatures and/or 

"Кете, moenie, minit, 
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Meteor Shower 

Spells with two X’s in the casting 
cost always confuse players. They all 
work the same way, though: you 
decide what you want X to be, then 
pay that much mana twice. Meteor 
Shower has an additional bit of sub- 
tlety that many players don't notice 
the first time they read the card: it does 
X+1 damage, not X damage. A little 
chart makes it clear: 


For this much damage: Xis: You must pay 
1 0 0+0+гей=1 
1 1+1+red=3 


ом 


2 2+2+red=5 


For damage over one, a single- 


target Meteor Shower costs more 
than a Fireball. The advantage of 
Meteor Shower is that you can divide 
the damage any way you want. If 
you wanted to kill a 1/1 and a 3/3 
creature with a Fireball, you’d have 
to do three damage to each, spend- 
ing eight mana altogether. With a 
Meteor Shower, you'd only need to 
spend seven mana. 
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You may choose nor to untap Ice 
Floe during your untap phase. 
9: Tap target creature without 


flying that is attacking you. As 
long as Ice Floc remains tapped, 
that creature does not untap 
during its controller's untap phase. 


Ice Floe 

Ice Floe lets you “lock down” a 
non-flying creature, but only when 
the creature attacks you. If the crea- 
ture wasn’t already tapped, Ice Floe 
taps it. The creature is now stuck. As 
long as the Ice Floe card stays tapped, 
the creature can’t untap during the 
Untap Phase. If the Ice Floe ever 
untaps, it frees the creature (which 
untaps during its owner’s next untap 
phase), even if you tap it again imme- 
diately. So you can’t use a Ley Druid 
with an Ice Floe to keep two crea- 
tures trapped! 

Once a creature is stuck on an 
Ice Floe, untapping the Floe is the 
only way for it to escape. Even if the 
creature gains flying or stops being 
a creature, the Floe still keeps the 
card from untapping during the 
Untap Phase 

Two things to be careful of: the 
Floe doesn't stop the creature from 
dealing damage, so you'll take dam- 
age from that first attack unless you 
block or play Fog or something 
And the Floe doesn't keep the crea- 
ture from untapping at any time 
except the untap phase, so it's use 
less on a Paralyzed creature, a 
Colossus, or anything else with an 


untap cost 


m 
o 


"Target creature you 
control gains a snow-covered 
landwalk ability of your choice 
until end of turn. At end of 
turn, return that creature to its. 
owner's hand. 


Barbarian Guides 

Barbarian Guides tap and use mana 
to give one of your creatures a snow- 
covered landwalk ability, then return the 
target creature to your hand if it's still in 
play at the end of the turn. Simple, right? 

The confusion starts when you com- 
bine this with another end-of-turn effect: 
say, Ball Lightning's. If you use the Guides 
on a Ball Lightning, at the end of the turn, 
you have two effects both trying to hap- 
pen at the same time: the Guides want to 
return the Ball Lightning to your hand, and 
the Lightning wants to bury itself. 

Whenever two things are supposed to 
happen at the same time, the player whose 
turn itis gets to choose the order. If you choose 
to have the return-to-hand effect go first, then 
the bury effect fizzles. Handy trick, eh? 


ETT 


Play with the cards in your hand 
face up on the table. If you draw а 
creature card from your library, 
discard it. Whenever а creature | 


foes to your graveyard ў 
Pi thar creature your Мо 
hat tohach lasti longer serces hest | | 
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Enduring Renewal 

Do you like infinite combos? You'll love 
Enduring Renewal. Once this card is in play, 
you can't draw any new creatures—every time 
you draw a summon or artifact creature card, 


you must discard it. But every time one of your 
Creatures goes to the graveyard from play, you 
pick it up and put it right back in your hand. 
This works even on cards which are 
only temporarily creatures, like Assembly 
Workers and Living Lands. All that mat- 
ters is whether the card is a creature when 
it goes to the graveyard. It's no good with 
token creatures, though—they're removed 
from the game when they leave play. 
Combine Enduring Renewal with a zero- 
cost creature like the Ornithopter, and any- 
thing that takes sacrifices (Fallen Angel, Atog, 
Ashnod's Altar), and you can cycle it forever. 
We expect to see some sort of errata soon 
from the WotC rules folks shutting this down. 
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Cumulative Upkeep: 2 life 

| | When Glacial Chasm comes 
into play, sacrifice a land. 
You cannot attack. All damage 


dealt to you is reduced to 0. 


Glacial Chasm 


Glacial Chasm is another very abus- 
able card. As long as you have it in play, 
you can't attack, but all damage to you 
is reduced to zero. The catch is the 
upkeep: two life the first turn, four the 
second turn, six the third turn... If you 
don't pay the life, the Chasm is buried. 

However, if you turn the Chasm into 
some other sort of land before the end of 
the upkeep phase, you don't have to РАУ 
and if you avoid paying this way, the иркеер 
starts over again at two when the Chasm 
reverts to normal. Combine a pair ей 
Chasms with ап Orcish Farmer to turn ‘em 
into swamps and you have complete immu- 
nity to damage for only two life per tUm: 
Haul out the indiscriminate-damage Pell 

Some players will try casting СОП" 
crate Land on the Chasm, thinking they 
won't have to pay the upkeep at all. But 
the WotC rules team put the kibosh o 
that one—Consecrate Land now 
errata saying it won't stop a land from 
destroying itself. Awwww. ә 
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S tar Quest 


debuted to rave 
reviews at the 
key industry 
shows this 
summer, 
attracting huge 
crowds to play 
tables from 
DragonCon to 
Origins to the 
San Diego Comic 
Con and finally 
Gen Con. To the 
thousands of 
fans who played 
Star Quest - WE 
thank you for 
your positive 
response and 
support. 


E. all of you 


that we missed 
this summer... 
now you can get 
in on the action 
of this fast 
playing, action 
packed game as 
Star Quest: Tbe 
Regency Wars 
new Crimson 
Edition ships 
nationwide. 
Same great 
game. More 
troops and 
weapons. More 
fantastic science 
fiction art by 
Frazetta, the 
Hildebrandts, 
* Whelan and 
many others, 


Hey, why should 
everyone else 
have all the fun? 


Let the Wars 
Continue! 


InQuest plays the greatest game on Eart 
By Marty Stever 


he pod slides 


that your 


of у 


screens before y 


death tri 


г 


clos: 


ur oppone 


f first vict.. errr. target. 


1 firing, your Mech is 


1 lucky long-distance laser shot 


7 off your chest plate. 


mage readouts show г 


it the flash across 


5 disoriented you. You're moving 


ter than the rest of your team, and 


15 begin blasting your 


The sound of multiple laser and 


missile hits shakes your pod. You veer 
hard left. 

Luckily, your team has already taken 
down your initial target. You see another 
foe ahead. Pulling the "death trigge 
you place a perfect hit on the Madcat's 
hip. The gigantic Mech spins wildly— 

ouve blown its leq off with oll- 
er shot! You holler triumphantly. 
This is reality’ 


h. 


URRENT EVENTS. 


Experien layers use the orienta 


| visit one of f the 23 Virtual World 


Ifyou 
you'll find yourself 


on the planet, y 
smack dab in the middle of a game of 
BattleTech. Battle Tech features giant robots 
humans battling for control of 
planet by planet. Each robot, or 
enough firepow 


centers 


driven by 
a galaxy, 

ech,” carrie 
city. Each BattleTech player 


an enti 
Mech. The 


are dozens of 


pilots” a 
lable to players, each with its 


‘Mechs aval 


ings for Weaponry, defensive 


own rat 
armor, and speed 

Three custom-made computers work 

so up to eight players can drive 


together 5 7 88 
their mac hine Into battle on a desert 


planet where only one team oi 
reign supreme. All eight ‘Mechs exist in tt 
same playing area, so every ac tion one 


player takes will affect all the other pla; 

ers. Having played Т 

World, | assur 1 that it is The Greate 

Game Eve ated! For a mere $5 to $8, 

you will get an adrenaline rush you hav 

experience to bel 

Your 30-minute battle f. 
ins with a 10-minu 


experi 


orienta- 


tion. For first-time players, this is а short 


film in which actress Joan Severance 
drives a ‘Mech into combat, demon- 
strating its control: 


tion period to de their game. You 


can choose difficulty level, terrain, 
time of day, weather conditions, 
play (team or free-for-all), and the 
you drive. 
Most players boil this last choice down 
a fast-moving, hard-to-hit ‘Mech, like a 
icat, or a slower, more heavily armored 
h, like a Thor or a Loki. The slower 
can take a lot of damage, and bris- 
with weapon systems. | like the Loki 
Prime—it's got lots of armor and an awe- 
some weapons system. 


Once orientation is complete, pilots 


move into their ‘Mechs. The “pod” from 
which you drive your ‘Mech feels like 
the cockpit of a flight simulator. You 
take a seat, and a cover slides over your 
head to close the pod. The interior is lit 
only by the glow of the screen and con- 
trol systems. 

The main screen is similar to what 
you might expect from a video game. 
You're looking out the windshield of your 
‘Mech, high in the air above a panoramic 
desert view. 

The quality of the graphics is excellent 
better than any video game you've ever 
seen in an arcade. As your "Mech walks 
towards an object, it grows until it fills your 
screen. The flow of the visual is totally nat- 
ural: there are no skips or jumps as a barely 
discernible dot becomes a huge ‘Mech fill- 
ing your field of vision. 

On the main screen, your crosshairs 
show where your weapons are aimed. In 
the beginners game, your crosshairs also 
show where your ‘Mech is headed, so driv- 
ing and targeting are all controlled by one 
joystick. Advanced players control speed 
with the throttle, the "Mech's direction with 
foot peddles, and the torso direction with 
the aiming joystick. 

This allows some neat options, like 
"drive-by shootings" and providing your 
own rear guard as you retreat. | prefer inde- 
pendent aiming because it lets me play hide 
and seek, using terrain to guard my left or 
right side while | fire in the other direction 

The targeting joystick has three differ- 
ent triggers. Each weapon can be 


ed by 
one ог more triggers. My strategy is to fire 


my fast-reloading weapons from one trig- 
ger, my medium-speed weapons from a 
second, and all my weapons from a third. 


1 өпіу pull the third “killer” trigger when | 


60 ым, с 


The Mod Pod! 


think | have a 
chance to destroy a 
‘Mech completely, or at the 
very least blow an arm off it. 

Beneath the main screen, your radar 
screen shows the playing area and all the 
‘Mechs, including who's driving them and 
what direction they're headed. Because of 
the incredibly dynamic movement, even 
experienced players often have to use the 
radar screen to orient themselves. 

At the start of each mission, | usually 
try to get near an obstacle to guard my rear 
while | take stock of the battlefield and the 
relative starting positions of all the ‘Mechs. 
Then I start stalking my prey. 

If you have one particular enemy you're 
especially worried about, you can set the 
controls so he or she is always highlighted 
on your radar screen. (I used this function 

to target the boss, but don't tell him. He 
thought it was just luck that | blew him 
away four times!) 

Next to the radar is a picture of your 
‘Mech. When you're hit on a particular area, 


its color changes on the damage screen. 
Should one of your 'Mech's arms or legs get 
blown off, it disappears from the monitor. 

Alongside the two screens are your 


weapon readouts..’Mechs can be loaded 
with anything from three to 12 weapons. 
Each weapon readout shows how 
many shots are left, how long until 
the weapon is reloaded, and which 
trigger fires the weapon. 

Once you've finished your 10 
minutes of shooting, you and your fel- 
low players are escorted to the debrief- 
ing area. While wiping the sweat from your 

brow and whooping it up with your com- 

rades, you can see the entire battle played 
out from an overhead view. You also get 
to see who was blasting whom and who 
was scoring points. This time is best spent 
plotting your revenge, because during the 
game it's tough to figure out who's firing 
at you. 

The debriefing frequently uncovers 
"friendly fire," which often occurs in the 
heat of combat. | recently played in a mas- 
sive four-on-four, 20-minute battle royale in 
which one member of our team did so 
much damage to the rest of us that he 
sealed our defeat. His lousy aim was to Bat- 
tleTech what fumbling three times in the 
Super Bowl is to football! 

The debriefing and your 30-minute 
experience end with a printout of the bat- 
tle results, just to make sure everyone accu- 
rately remembers the score. The printout 
includes exactly how many points each 
player scored against individual opponents 
(and allies). In addition, there's a mission 
log with a blow-by-blow account of the 
action, filled with memorable lines like, 
"Joel's right lower leg is vaporized by 
Marty!" and "Jarod ejects as Marty reduces 
Jarod's Vulture V3 to rubble!” 

SS 


STORY LESSONS 

The seed that became Virtual World 
originated 15 years ago when Jordan Weis- 
man and Ross Babcock were enrolled in the 
Merchant Marine Academy. While there, 
they saw a simulator used by ship captains 
to learn the terrain of various ports around 
the world. Both Jordan and Ross were avid 
gamers, and the simulator got Weisman 
thinking about a virtual reality game. 

“I figured all we had to do was hook 
enough Apple 115 together and we could 
create virtual games," Weisman recalls, 
"Ross and discussed the idea and decided 
we'd go into business together to create 
these fabulous new games I'd imagined. 
We formed FASA, quit the Academy, and 
then found out it didn't really matter how 
many Apple 115 you put in a line—we 
couldn't get enough computer power to 
make any kind of real simulator possible,” 

Instead, FASA published games based 
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lobbie Quest 
High Point Sports Cards 
Pair-A-Dice Games 
Spellbound 
Dragon's Lair 
Hooksett Comics 
ате Master 
Universal Comics 
Santa Fe East 
C.J.'s га In 
Gamesque 
Tall Tales Со! 
largames 
Green Spray Bookst: 
Game Palace 


Book Store 


Collective Images 


Optimus 
& C Car 


Las 


Buffalo 
Buffalo 


lle Island 


idletown 


Universe 


Norman 
Corvallis 
Portla 
Portland 
Allento! 
Altoona 


Orem 
Provo 
Salt Lake Ci! 


| work on how that will 
translate into actual prod- 
ucts, and work out the 
details of the events at 
the same time. We then 
take this story and incor- 
porate it into everything 
we're doing, from the 
novels right through to 
the logowear we have on 
at conventions. For Bat- 
tleTech fans, this means 
we keep the Universe 
fresh, and most impor- 
tantly, not peaceful.” 
Sitting in FASA and 
Virtual World's Chicago 
headquarters—a century- 
old warehouse made of 
brick and timber—]Jordan 
recalls the birth of Virtual 
World. ^We were several 
years into BattleTech's 
success and decided it 


on major media properties, including 
Star Trek and Top Gun. In 1985, they 
switched tacks and created an original 
game: BattleTech. 

It was a hit. BattleTech was soon one of 
the most popular paper-and-pencil games 
available, second only to AD&D. 

As with Magic: The Gathering, опе key to 
BattleTech's instant popularity was its easy 
play at conventions. Judges could hand each 
player a sheet describing their *Mech and 
inform players of their conditions for win- 
ning—and the game was on. Contests could 
feature team play or “free-for-all” rules 
play until only one ‘Mech was left standing. 

The BattleTech Universe, which started 
out as one boxed game, quickly expanded, 
with more boxed games, scenario packs, 
'Mech descriptions, and even a roleplay- 
ing game system, ‘MechWarrior. An ongo- 
ing story involving five rival clans is 
developed in novels, game products, and 
licensed products. 

“Each year a small group of us—jordan, 
Ross, Brian Nystal, one or two novelists, 
including Michael Stackpole, and I—brain- 
storm what will happen in the coming few 
years in the ‘history’ of BattleTech,” explains 
FASA honcho and BattleTech guru Sam Lewis. 

“Once we have the story shell, Brian and 


an interactive experience.” 
better all the time. 


What Else is at Virtual World. 
When you visita Virtual World, you'll discover another 

game besides BattleTech: Red Planet. It features pods sim- 

ilar to BattleTect/s, but that control a flying race car shoot- 


ing up and down the canals of Mars. Your only goal isto it Ain't Virtual, 


win the race—second place is not an option. Fortunately, But You 

your car is well-armed to help discourage tailgating. Can Play 
There are leagues, challenge ladders, and national at Ноте 

and international championships for both BattleTech and Although it's 

Red Planet. Each center picks its best teams and players, "01 15 5 © 

who compete annually for the title. The really wild por; 05 Playing at 0 

thanks, ч oe players from two different cen- Virtual World, Battle- 

ters con battle each other os if they were in the same cen- Tech has been brought 

ter sitting just a few feet apart. There's no lag in the to several home gome 

platforms. For the IBM, 


‘Mechs’ movements, even when distances from Tokyo to 
Chicago ore involved! 


there are two games from Infocom, 
Inception and Crescent Hawk's Reve 


Crescent Hawk's 
nge; and two from. 


Activision, ‘MechWarrior ond the new 
Activision also makes ‘MechWarrior fo 
tendo Entertainment System, Absolut 
makes BattleTech for Sega, and lat 
release BattleTech: The Grey Death Legion for Sega (D. 
FASA recently created an offshoot company, FASA 1 5 
active Technologies (FASA IT). FASA wants to break into 
the lucrative and growing home-gaming market with 
its own line of games, preferably ones that exploit new 


‘MechWarrior 2. 
r the Super Nin- 
le Entertainment 
er this year will 


koch Virtual World alo has a gii shop, where you can technologies like 64-bit gaming platforms. FASA Tis 
buy FASA game products and logowear. Most Virtual Worlds Preparing a CD-ROM version of BattleTech for IBM PCs 
ako have a snack bar, where you can replenish the precious by late 96. The gome will be designed for use with 
bodily fluids you're sure to lose in action. broadband cable, meaning you can play against remote 
opponents through your TV. 
62 es 7 


was time to undermine our financial stability, so 
we launched our virtual reality project. It seemed 
that computers had caught up to my vision of 


They have indeed—and they're getting 


While visiting the offices of Virtual World, 
InQuest was shown the next version of Bat- 
tleTechnology. A whole new series of custom- 
made computers based on Pentium chips have 


been designed. 
Beginning this 
summer, this new 
system will be 
installed in Virtual 
World centers. 

The goal of 
this upgrade is to 
make the graphics 
of the BattleTech 
simulator more 
three-dimensional, 
and to improve 
the sharpness of 
the graphics on 
the main screen, 
and to improve 
the overall sound 
quality. 

Boy, have they 
ever succeeded. 
The graphics gen- 
erated by the new 
combination of 
software and hardware are so real that 
when I was about to hit a wall, | nearly put 
my foot through the floorboard ham- 
mering away on the nonexistent brake, 
Gary Hannabarger, my photographer, 
was so startled by the realism of an 
impending collision that he actually bailed 
out of the side of a pod. When these new 
pods go on-line, they'll have to keep a 
cardiac kit on hand to revive all the Pilots 
who can't take it. 

Today's BattleTech at Virtual World та 
be the greatest game ever—but only until 
this new technology is on-line! e 


in Chicago. 


irtual World in This World 


Chicago: Virtual World's BattleTech Center. (31 2) 836-5977. 
Costa Mesa, Calif.: Virtual World. (714) 646.2, 495. 
Dallas: Virtual World. (214) 265-9664. 

Houston: Virtual World Outpost. (713) 952-2933, 

Las Vegas: Virtual World. (702) 369-3583, 

Marietta, Ga.: Virtual World Outpost. (404) 951.5; 554, 
Pasadena, Calif.: Virtual World. (818) 577.9896. 
Sacramento, Calif.: Virtual World Outpost. (916) 4 47.3945, 
San Diego: Virtual World. (619) 294-9200, 

San Francisco: Virtual World Satellite. (415) 693.93, 40. 
Walnut Creek, Calif Virtual World. (510) 988-070, 
Australia: Hurtsville. 

Canada: Montreal, Toronto. 

Japan: Chiyada, Kyoto, Miyazaki, Okazaki, Osaka, Sapporo, 
Shibuya, Suginami- 

United Kingdom: London. 


COMING SOON 
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Ph: 1-800-404-4243 
Fax: 1-360-678-3593 


email: clark@cardvault.com 
We have a huge selection ) 
of singles at low prices. \ 2 


СА Current singles carried include: 
A Magic the Gathering TM, Spelifire TM >) 
ҚҰЗ Star Trek TM, Wyvern TM, and many more. 


Mail order your cards today. 
Fast and Discounted !!! 


М Order's over $50.00 on singles receive 
RL” FREE SHIPPING within the continental U.S. 


Payments accepted: 
5 Visa & Mastercard (add 3%) } 
% Checks (allow 7 days to clear) / 


COD's (add $5.00), Money Orders 
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DAVE'S DOUGOUT, INC. 


CARDS AND COMICS 


We specialize in 


STAR TREK-TNG:CCG 
Singles - Starters - Boosters 
Boxes - Cases 


© м 
Pre-Ordering STAR WARS:CCG 
Use the Force to defeat your friends! Cards 
will feature characters and scenes from all 
three films, with some new stuff. Due to 

arrive in the fall. " 

Pre-Ordering MARVEL OVERPOWER 
Spider-Man vs. Wolverine! Hulk vs. Thing! 
The possibilities are endless as you control 

the Marvel Universe! Due to arrive in August. 


1226 Solano Ave. Albany, CA 94706 
Phone # (510)524-7120 
FAX # (510)524-7182 
E-Mail address: DDougout@aol.com 
All major credit cards accepted 
Open 7 Days Mon-Sat 11-7 Sun 11-6 
We ship anywhere in the United States 


PAUL & JUDY'S 
Coins & Cards 
has MAGIC, HYBORIAN 
GATES, SPELLFIRE, STAR 
TREK, STAR WARS & More... 
1 Plus Fantasy Art, Comic Cards, and a tremendous selection 
[| of non-sports and sports cards. Send this coupon for 


І | FREE CATALOGUES 


IO Adut [Closeouts & Inventory Reductions 
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SIMPLE STRATEGIES THAT WILL MAKE YOU A 
MORE SOPHISTICATED AMAGIC, PLAYER, 


he crackling ball of lightning hurtles 
toward you in a mad frenzy of rage and 
destruction. It arcs through your tapped 
warriors, racing past your Fire Elemen- 
tal, past your Stone Giant, past even the 
mighty Shivan Dragon 
A dangerous beast—but one you can han- 
dle. You cycle through the magic at your com- 
mand and realize that a simple Fog spell will 
prevent the creature from harming you. You 
call forth the spell... but 
without success. You try 
again, but the spell refuses 
to be cast 
"Impossible!" you think. 
“Even an apprentice mage can sum- 
mon the thickest Fog!” As you attempt 


to cast it yet again, a cold lump forms in 
your belly. 


and with it, a startling realization. 

Earlier in the battle, you used the life-giving 
Forests needed for Fog to recharge your Basalt 
Monolith, leaving you powerless to cast green 
spells. You swallow hard and wipe the sweat 


from your brow. Dozens of protective mea. 
sures race through your mind—all impossible 
to enact without mana. 

You look from side to side for any form of 
defense. Then you see him: the Prodigal Sor- 
cerer! With the power at his command, he 
could destroy the fragile Ball Lightning long 
before it reaches you! Desperately, you call 
upon the Sorcerer for assistance, but he merely 
shakes his head, a look of deep sorrow etched 
upon his face. By your command, he joined 
the earlier battle, and he needs time to 
recharge his ability. 

With the numbing sensation that all is lost, 
you turn back just as the shrieking ball of 
lightning descends upon you. Tendrils 
of crackling energy wrap you in their 
deadly embrace, and as the crea- 
ture drags you into the fiery 
hell that spawned it, one 
final thought flashes 
through your mind: 
“Losing sucks!” 
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You're probably familiar with the 
saying "Winning isn't everything." 
Which is true. It isn't. It should never 
come before acting with dignity and 
honor. But hell, losing does suck. So 
what you gotta do is work at win- 
ning. In this case, winning at Magic: 
The Gathering. 

Magic, like all strategy games, has 
subtle nuances that first-time gamers 
often overlook, and occasionally allow 
to grow into bad gaming habits. Here 
are some simple strategy tips that 
should improve your game play. 


Mana 


> 
Ah yes, mana, the power-giving 
lifeblood of Magic. What more can you 
learn about the “simplest” aspect of 
Magic game play? You'd be surprised. 

e When choosing which mana to 
play, especially early on in the game, 
check your hand carefully to see what 
low-casting-cost spells or creatures 
you may want to cast. 

For instance, if you have two plains 
and two mountains in your opening 
hand, and the lowest-casting-cost 
creature you have is a White Knight, 
which costs two white mana, dropa 
plains. That way, on your next turn, 
you can drop the second plains and 
cast the Knight. 

Having the correct mana in play 
will enable you to get your creatures 
out early, and will allow you to cast 
spells that may save you from taking 
a beatin’. 


* When tapping mana, try to leave 
the proper mana available for any 
other spells or effects you may want to 
cast later. For example, if you're cast- 
ing a five-point Fireball to off your 
opponent's Sea Serpent and are keep- 
ing a Death Ward in hand to protect 
one of your critters, try to leave at least 
one white mana open. (It's even bet- 
ter to leave two. You never know when 
your opponent is going to destroy one 
of your lands.) 

* If you already have plenty of 
mana-generating lands in play, hold 
some in your hand. Give your oppo- 
nent something to think about. She 
doesn't know that the cards in your 
hand are lands. As far as she's con- 
cerned, you could be clutching a fist- 
ful of counters, Disenchants, or 
Lightning Bolts. And if you're ever on 
the receiving end of a mass-land- 
destruction spell like Jokulhaups or 
Armageddon, it's sure nice to have 
some mana handy. 


Spells 


Like a kid in a candy store, it's hard 
to resist the temptation of zapping 
something with a spell. But as you'll 
learn, knowing when not to cast a 
spell is just as important as knowing 
when to cast it. 

* Don't cast a spell just because 
you have it in your hand. A little 
patience can go a long way. 

Got a Giant Growth and an inkling 
to juice up your unblocked creature? 


"SOMETIMES THESE MAGIC TOURNEYS CAN BE A LITTLE INTIMIDATING. 
WATCH HER CRAP HER PANTIES WHEN | FIREBALL HER ASSI 


Hold it to add a much-needed bonus 


on your smaller creatures. (If you've 
ever seen a Scryb Sprite knock out a 
Serra, you know that conserving your 
cards for that special moment can be 
a very beautiful thing.) Or wait until 
you can give your unblocked creature 
enough extra power to kill your oppo- 
nent once and for all. 

Got a Lightning Bolt and an itch 
to singe your opponent? Betcha you'll 
wish you'd held it when her Jugger- 
naut comes out and starts slapping 
you for five points a turn. Or when a 
regenerating creature keeps blocking 
your creature, wait until your oppo- 
nent has tapped out—then spring your 
Bolt and eliminate that pesky blocker. 

Never, never cast a spell just for 
the sake of casting it. Make sure the 
target you zap is really worth it. 

* Never tip your hand. Acciden- 
tally, that is. 

If you have a Counterspell or some 
other goody in hand, and your oppo- 
nent has just cast some unpleasant spell, 
don't suddenly reach for those islands. 
Moving your hand as if to tap mana 
lets people know you have a certain 
spell in hand, and may give your oppo- 
nent an advantage. Weigh the impor- 
tance of what your opponent's action 
did before moving to stop it. 

On the other hand, when casting 
a spell that won't involve tapping all 
your mana, try to psyche out your 
opponent. For example, if you've been 
plaguing your opponent with Coun- 
terspells all game but have none in 
hand, reach for your blue mana as if to 
tap it, catch yourself at the last 
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moment, pause, and tap other mana, 
leaving two blue mana open—just 
enough for that fictional Counterspell. 

If your bluff is called and your 
opponent casts a spell that you would 
most certainly counter, reach for your 
mana, pause, look deep in thought 
for a moment, and do nothing. It 
should keep your opponent off-bal- 
ance. (But for heaven's sake, make it 
all look convincing!) 

* Notice a theme in your oppo- 
nent's deck? Once you spot it, use your 
knowledge to take control. 

For example, if your opponent is 
relying on fast mana like Llanowar 
Elves, Birds of Paradise, and Elves of 
Deep Shadows, toast those critters 
before they combine to bring out 
some crazy 10/10 creature. Being 
stung by Giant Growthed or Blood- 
lusted weenies? Wait until after your 
opponent plays her power-upping 
cards, then use Terror to eliminate a 
creature and its enhancements in one 
fell swoop. 

Know your opponents' strengths 
and you know their weaknesses as well. 

* If you're in a position to hurt 
your opponent significantly but suf- 
fer a disadvantage yourself in the pro- 
cess, it may be worth it. 

If you're low оп mana but notice 
your adversary casting red spell after 
red spell with just one Mountain, use 
your Strip Mine to eliminate that 
land. Do you hold only one card, a 
Balance, in hand, but have slightly 
more permanents in play than your 
opponent, who's harboring a fistful 
of cards? Try Balance. Odds are the 
few cards you lose from play will be 


nothing compared to what she has 
to discard. 


& Artifacts 
— 

Creatures make up the bulk of the 
offense and defense in most decks. 
Using them properly can keep your 
opponent at bay. 

* Some creatures have special abil- 
ities, like the Prodigal Sorcerer, which 
may tap to ping any creature or player 
for a point of damage. 

If you've got one of these critters 
out, it’s usually best to hold off using 
them until the end of your oppo- 
nent's turn. That way, if your oppo- 
nent attacks you with some beastie, 
your Prodigal is free to sting for a cru- 
cial point of damage. And if your 
opponent launches some sort of nasty 
surprise attack, like a 6/1 Ball Light- 
ning, the Prodigal stands ready to ace 
that sucker before he gets within 100 
yards of you. 

The same holds true for creatures 
such as the Witch Hunter, Sorceress 
Queen, and Northern Paladin. Wait- 
ing is especially useful for a creature 
ability that requires mana, since you'll 
be able to untap on your turn and 
have all your mana available in a jiffy. 

The same holds true for any arti- 
fact abilities you may want to use, 
including charging a Basalt Monolith 
or Mana Battery. 

* Do you want to launch an 
attack? Do you want to cast some 
creatures this turn? Who says you 
have to cast the creatures first? 


You're 


Adopted 


Take control of target creature. Put 
four "I'm Adopted!?!* tokens on 
enchantment. Remove one token 
every upkeep. When there are no 
tokens on enchantment, creature 
learns he is adopted and runs away 
and becomes a geek in a carnival freak- 
show, Remove creature from play- 


By attacking and seemingly leaving 
yourself open, your opponent should 
block differently than if you were to 
cast, say, your Shivan Dragon first. 

However, some cards, like the Kel- 
don Warlord, get a bonus for the 
amount of creatures you have in play. 
That's one of the possibilities you'll have 
to consider when timing your attack. 

* Don't be afraid of getting hit. If 
attacking will leave you wide open to 
your opponent's attack, but you'll 
cause more damage than you'll 
receive, go for it. If she blocks, well, 


Stool Sample 


Enchantment 


even if you lose some big creatures, 
you should come out on top. If she 
doesn't, well, you go in and stomp 
her for damage. She should also be a 
little hesitant to attack back with all 
her creatures if it'll mean leaving her- 
self open for you to attack once again. 
(It's always good to have a little 
backup in hand, though. A Fog, 
Unsummon, or Terror could make 
this strategy a little less risky.) 


Games 
— 


There's a lot more to Magic than 
knowing when to tap a Prodigal, Giant 
Growth a Scryb Sprite, or bluff a Coun- 
terspell. Your behavior in the game can 
be the key to winning or losing. 

e Know the abilities of every card 
in your deck and in play, If this means 
asking to read a card you haven't seen 
lately or ever, so be it. At worst, you'll 
reacquaint yourself with some text and 
take a little ribbing; at best, you sud- 
denly brainstorm a great new tactic. 


Reverse any judge's decision 
during tournament play. 


* Resist the urge to show peo- 
ple watching the game what you 
have in your hand. Ask people not 
to point at cards in your hand and 
say, "Oh man, that's rough!" Feel- 
ing tough or cool won't help you 
any if your opponent decides to 


decks, you should have a better 
understanding of how those cards 
work and the best time to use them. 
(See "Deck Building 101" from last 
month's mag for some insights on 
decks and combinations.) 


= 
Conclusion 
seme 

While these tips are sound, 
understanding the thinking behind 
the strategies outlined above is 
what's really important. Knowing 
what each and every Magic card 
can do is great, but it won’t win 
you the game. Knowing when to 
cast that game-breaking spell and 
when to wait for an even better 
opportunity is the hard part. After 
all, it's not the tools but the crafts- 
man that works the Magic. ә 
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Multiplayer 
NAC 


Boy, os if one-on-one Magicisn't tough enough 


to master! Multiplayer Magic is a completely dif- 
ferent beast. 

Although there ore a fantastic number of dif- 
ferent ways to play multiplayer Magic, most have 
players sitting in a circle, only able to influence their 
neighbors in a certain way. You might be limited to 
attacking only the player to your left, but be able to 
affect everyone with spells, or you might be allowed 
to onoch the players to either side of you, but unable 
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knock the cards out of your hand 
with a Wheel of Fortune. 

• Try to learn from each game. If 
you won, what helped you overcome 
your opponent? If you lost, what 
might you have done differently that 
would have changed the outcome? 
Either way, remember which cards 
proved useful during the game, and 
which just sat in your hand. 

e Always test out new card com- 
binations and decks. And don't give 
up if they don't work out exactly as 
planned right out of the gate. After x 7 
several games with new cards or 


to affect anyone else with spells or fast effects. 


Here's some quick hints that may come in 
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handy if you find yourself surrounded by hostile 


natives wielding mana. 
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Trample. © If you do really well in a multiplayer game, 


When Irate Nun comes into || 
play, remove all cards that 
mention the words Devil, 
Demon, Hell, Satan, Evil, or 


opponents will begin to gang up on you. When this 


happens, try to eliminate the person most dan- 


Whippoorwill, except this one. 
"War-Hoo! Fat this, Mephistepholes! " 


gerous to you while holding the others at bay. 
> "еш 
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* If one of your opponents is vulnerable, take 
him down. Not attacking him when he’s weak will 


give him time to build his defenses. One less enemy 


i Aisne pT pore‏ نھ 


is, well, one less enemy. 


әгелт 


* If you're capable of taking out one of your 
opponents, keep in mind that the player on the 


other side of that opponent will suddenly become 


mnm 


your new adversary. 1/5 sometimes best to keep a 
buffer—you may even cast healing spells on a 
neighbor —until you can handle any opponents 


about to enter your sphere of influence. 
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‘PSST, BOBBY WHADYA Say AFTER THIS LAST GAME WE ALL GO 
SACRIFICE PAM TO SATAN?" 
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Returning cards 
elate and confuse 
collectors. 


For the third month in a row, Wizards of 
the Coast has released a set bringing back 
Magic cards that we haven't seen in a while. 
If you were excited and shocked to see Killer 
Bees, Carrion Ants, and Time Elementals in 
Fourth Edition, Chronicles should have put 
you into an early grave. 
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The Big Boys 

The first thing to catch everyone's atten- 
tion when the Chronicles list was released 
(see News & Notes, starting on page 11) 
was that the Elder Dragon Legends were 
there. This family of creatures had been 
poised to rise in value—in their original 
Legends incarnations. Long stagnant at $25 
because of their high casting and difficult 
upkeep costs, these guys looked good com- 
pared to the many unusual upkeep costs in 
Ice Age and were on the 
rise (now they're $10- 
$15 in Legends, $7-$10 
in Chronicles). 

Many prominent Leg- 
ends are back in Chroni- 
cles. For instance, 
Sol'kanar the Swamp 
King, who gives his con- 
troller one life for every 
black spell cast (LG, $8- 
$12 and CH, $5-$8); 
Dakkon Blackblade, who 
requires six mana and is 
as powerful and tough as 
the number of lands you control (LG, $10- 
$15; CH, $7-$10); and Johan, who allows all 
of your creatures to attack without tapping 
(LG, $6-8; CH, $5-$8). 

The most important non-Legend crea- 
ture in the set is The Wretched, which used 
to cost as much as an Elder Dragon (still 
does, LG, $10-$15; CH, $7-$10). Its crea- 
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ture-stealing ability, better than those of Ice 
Age's Seraph and Krovikan Vampire, puts it 
in a class with Killer Bees and Carrion Ants. 
The City of Brass will be strongly sought- 
after (AN, $8-$12; CH, $7-$10). Its ability to 
give you any color mana makes it extremely 
valuable in the early rounds of the game, 
but less so later on, since it pings you when. 
it taps. 

Rumors are cropping up that Feldon's 
Cane is about to be unrestricted in tour- 
nament play. The Cane is useful in any 
deck, since it lets you reshuffle your grave- 
yard into your library. When it was an old 
timer from Antiquities, it went for $6-$10 
and was rising. Now the original is $2.25. 
$3 and you can tag the new one at a buck, 
since it's common. Recall was a surprisin. 
addition (LG, $8-$12; CH, $3-$5) because 
its ability to retrieve a number of cards 
from your graveyard makes it a 
lot more useful than the recently dis- 
continued Regrowth. 


The Nearly Big Boys 

Many older cards that were expensive 
and useful but never really hit the big time get 
a second chance here. Aladdin will definitely 
cause havoc with his artifact-stealing ability, 
and should become a highlight of the set 
(Arabian Nights, $8-$12; CH, $4-$6). The 
proliferation of Angelic Voices will strengthen 
white weenie decks and will be sought-after 
for that reason (LG, $7-$10; CH, $5-8). The 
Erhnam Djinn returns, to the delight of those 
who appreciate green's speed (AN, $7-$1 0; 
CH, $2-$4). Gauntlets of Chaos (LG, $6-$8; 
CH $4-$6) and Juxtapose (LG, $6-$8; CH $3- 
$5) are both useful, fun cards. 

If you liked the Blinking Spirit in Ice Age, 
you'll wonder why you didn't discover the 
Obelisk of Undoing sooner (AQ, $8-$12; 
CH, $5-$8). Many people like Witch Hunter 
(Dark, $3-$5; CH, $2-$4) and Wall of Oppo- 
sition (LG, $6-$8; CH, $1-$2). Yawgmoth 
Demon is a 6/6 flying first strike creature 
that makes you sacrifice an artifact for upkeep 
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(AQ, $8-$10; CH, $5-$8). Ice Age’s Enduring Renewal lets 
you put dead creatures back into your hand, so keep sacrificing 
Ornithopters to the Demon for free. (Wizards of the Coast 
will probably announce errata for Enduring Renewal, however.) 


Impact 

What has Chronicles done to the mindset of the average 
card buyer? For the moment, people are too busy ogling 
their new cards to care about older ones. 

It's safe to assume that Chronicles is the last "reintroduc- 
tion set” we'll see for a while. WotC has said that it will even- 
tually rotate cards in and out of Chronicles over time, just as 
the Fourth Edition card mix will eventually be revised by a 
Fifth Edition. The powerhouses left behind in their original 
runs should go up in price. 

So should items that WotC obviously won't reprint, like 
cards that are difficult to understand and don't function prop- 
erly. That means messes such as Lich (Unlimited, $40-$60), 
Blaze of Glory (UL, $30-$50), Word of Command (UL, $40- 
$60), and Candelabra of Tawnos (UL, $18-$30). 

Other out-of-prints (ООРЗ) likely to stay that way are cards 
that give players too much of an advantage: game breakers 
like the Black Lotus (UL, $175-$225 and probably maxed-out), 
Moxes (UL, $100-$125 and similarly topped-out), Berserk (UL, 
$20-$35 and still hot), Time Vault (UL, $40-$55), Time Walk 
(UL, 590-5125), and Ring of Ma'ruf (Arabian Nights, 525-535). 

While we're at it, let's not forget cards that simply turned 
out to be more powerful than WotC intended, including 
fan-favorites like the Forcefield (UL, $60-$90), Two-Headed 
Giant (UL, $35-$40), Timetwister (UL, $45-$70), Dwarven 
Demolition Team (UL, $10-$15, possibly going up due to 
the strong walls introduced in Ice Age), Ali From Cairo (AN, 
$60-$75 and rising), Diamond Valley (AQ, $35-$40), 
Guardian Beast (AQ, $40-$65), and Library of Alexandria 
(AN, $25-$35). 

Even if a card isn't re-released, there may be a watered- 
down version, like Chaos Moon (Gauntlet of Might’s grand- 
son dropped this Unlimited OOP to $60-$90) and Brainstorm 
(Ancestral Recall is feeling the pinch, down to $45-$70 in 
UL). Old has-beens like Natural Selection (UL, $30-$40) and 
Raging River (UL, $30-$45) are ripe for a decrease, since 
newer cards do similar jobs. 

By the way, the fervor over the important “new” OOPs 
seems to be dying. Prices shot up but are calming down for 
Revised cards like Clone ($6-$10), Doppelganger ($12-$20), 
Braingeyser ($10-$12), and the dual lands ($10-$18). No 
surprise here. Soon after the prices went so high, we realized 
that, hell, many stores still have Revised packs, and these 
cards are usually in stock and not hard to find. Fork ($15- 
$25) is still hot, and may become a strong OOP due to its 
game-breaking ability to double spells. 

Another blow against the older cards is that, due to the 
rounder cut of their corners, many judges consider Alpha 
cards marked and hence not tournament-legal. Since the 
only Alpha cards people usually put in their decks are big 
ООР», their prices may be affected Бу this attitude. 

The dust has certainly settled for /ce Age. Fans haven't 
been satiated just yet, but the flow of cards out of the ware- 
houses, onto the shelves, and ultimately into our hands has 
allowed the price per pack to settle back to the suggested 
retail price of 52-50 in most places, 

The most desirable card in ice Age is Jester's Cap (up to $15- 
$25 and rising). Some people buy packs just looking for this 


Card Name: Reincarnation 
Set: Legends 
Current Value: 53.50-55.00. 
Rarity: Uncommon 

Reincarnation is one of Magic's least-oppreciated resources. Put simply, if any- 
‘one's creature goes to the graveyard, 
you con replace it with another creo- 
ture from that player's graveyard. 

The uses of this card are many. 
Obviously, if you lose а flimsy 1/1, 
you con summon the best creature 
from your graveyard. If you plan 
ahead, you con do more. Combine 
Reincomation with a Jokulhoups ond 
you'll have the only card in play f 
someone else loses o creature, 
replace it wilh something in his 
graveyard that has a steep upkeep 
cost, like Demonic Hordes. 

Speaking of upkeep costs, if you ever need to sacrifice something, Reincarna- 
tion can ease your pain! Since it’s an instant, socrifice a tapped creature for an 
untapped one and block with it after your opponent has declared an attack against 
you! The list of uses goes on and on for Reincarnation, one of the more underrated 
cards in Magic. 


single card! With its ability to remove three cards from a 
player's library, this may be restricted in tournament play. So 
many cards let you get artifacts out of your graveyard that even 
one Cap in a deck can break a game. 

Other definite hits are the Cap's cousin, Jester's Mask ($15- 
$25; replace a player’s hand with cards from his library), Deflec- 
tion ($8-$12, a very popular Fork-Counterspell combination), 
and the mighty Polar Kraken ($8-$12, bigger and easier to use 
than the old king of the hill, Leviathan). 

What's next? Homelands, which some thought would be 
pushed back to allow the marketplace to recover. (Fourth 
Edition, /ce Age, and Chronicles gave us over 800 cards!) But 
this expansion set that forms a sequel to lee Age is slated for 
October! This first all-new set since Fallen Empires, nearly a 
year ago, promises to contain cards different from anything 
we've ever seen before. 


Best of the Rest 

The new Shadowfist has been well-received by gamers. 
Daedalus has succeeded in releasing a game that functions. 
well, is fun to play, and boasts excellent art. Sales are steady 
at retail price, and the card sales and desirability may be 
evolving to a point where there are hot and cold cards, as 
with truly hot collectible games. 

With so many card games out, the ones that blend 
enjoyability with ease-of-play will catch people's attention, 
but it remains to be seen how many good games the 
market can support. 9 
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with America Online 


WIZARD WORLD is InQuest’s new America Online 
area. Designed with gamers in mind, this area has tons 
of great stuff, including contests, price guides, forums, 
and chat areas. There's even a place to trade Maaic: 
THE GATHERING cards. Want to check it out? Sign on to 


America Online and use the keyword ^WizARD." Or call 
800-754-4400 for network access. 


1995 Wizard Press. WIZARD: THE GUIDE TO COMICS & WIZARD ® and INQUEST ™ Wizard Press. 
AMERICA ONLINE is a registered service mark of America Online, Inc. MAGIC: THE GATHERING™ Wizards of the Coast. MS/sB 
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The prices listed are for cards in Near Mint condition, How 
can you tell a card's condition, and how con you use this 
price guide to grade your cards? Glad you asked... 

One person's Mint is another's E. Mint. That said, since 
grading can be a subjective thing, each person should take 
into account what he/she feels important. Without further 
ado, here ore ће grades: 


Mint (MT): Perfeciimundo! Beautiful! Sort of a card cross 
between the Taj Mahal and (indy Crawford. The border is 
perfectly even all around on both sides. Both faces are 
perfec smooth, dean as a whistle, and free of printer's 
marks. The colors are razor-sharp, and all of the original gloss 
is still there and glossing like good gloss should. Many cords 
right ut of he pack fall short of Mint standards. Remember, 
no imperfections may be allowed in a Mint card, regardless of 
its oge. Mint cords sell for more than the prices listed in this 
guide; how much more depends on the availabilty of the card. 


Near Mint (Nr MT): Just а notch or two below perfect. 
Avery small printer's mark is acceptable, or two corners may 
be very slightly worn. The gloss and color are outstanding. The 
centering is no worse than 65/35—that Б, one border may 
be 30 percent bigger than its counterpart. All prices in this 
quide ore for den Mint cords. 


Excellent-Mint (EX-MT): This card is still a great 
locking cord ond at first glance may appear to be Near Mint; 
however, at doser range some minor flaws come to light. The. 
gloss may be slightly dulled, more than one corner may be 
slightly worn, and the centering is no worse than 70/30. EX- 
ИТ cords sell for 75 to 90 percent of price guide listings. 


Excellent (EX): Excellent cords may have four slightly 
‘worn corners, 75/25 centering, and jagged or roughly cut 
edges. Excellent specimens may have a printer's mark, poor 
focus, discoloration, or a slight loss of gloss. ("Loss of gloss." 
That's catchy.) Only a small surface crease is allowed on a card 
in Excellent condition and cards may be slightly out of focus. 
Excellent cords sell for 50 to 70 percent of price guide listings. 


Very Good (Уб): A card that grades Very Good may 
have at least one very worn corner, two to three worn comers 
and 85/15 centering. A few small surface creases are allowed 
on o VG cord, as well as a loss of color or even a picture that is 
ой! of focus. A VG card sells for 20 to 40 percent of price 
uide listings. 


Good (GD): А card that’s graded Good isn't really good. 
Think of il as an OK card—that is not so hot to begin 
with—that got into о fight on the way home. The card may 
hove three to four well-worn corners, it may be way off- 
center, and it might even have a crease or two. Cards in this 
condition ore not tournament legal, because they are 
considered “marked” cards. Good cards sell for 10 to 15 
percent of price guide listings. 


Fair: Boy, if you thought Good cards were bod, you ain't 
seen nothing yel. Fair cords contain holes, tears, stains, water 
damage, ond everything else under the sun. These cards, too, 
оге not tournament legal and look like they went through the 
wash in your feos. Fair cords sell for five to 15 percent of 
price guide listings. (Which would make a Fair Wall of Wood, 
like, negative six bucks.) 


Poor: OK, le!'s get one thing straight: Poor cards are about 
cas much fun to look at as that cow at Rutgers University with 
the window in his belly. Poor cards sell for less than five 
percent of prico guide listings (ie, hey suck). 
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We want to know 


Hey, got five minutes? Good. Fill this out. Y’see, with your help, the 
InQuest price guide will continue to grow like a squirrel monkey on steroids, 
serving up the best darn price guide both sides of the Mississippi. 


Oh, and feel free to photocopy this page so you don’t destroy your issue. 


We want to know what you think of our magazine. Tell us what you thought was good about 
this issue of InQuest, and what you thought was not so good. (Use extra paper if necessary.) 


E ca 1 selling in your area for a lot more or a lot less than InQuest is listing them at? List any 


major discrepancies you feel exist іп the InQuest price guide. (Use extra paper if necessary.) 


Set Card Name What it sells for in your area 


тор аге n Hott est in rà circle of gamers you play with? List them in order of hotness 


(hotness?), with the hottest card listed at the number one slot. 
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ALPHA LIMITED 
WIZARDS OF THE COAST- 1993 

Cords have black borders. Alpha cards have a 
rounder corner when compared to 105 cards, 


Full Set (295 cords) . 2,800. 
Starter Deck (60 cards) . 
Storter Box (10 decks) .. 2000.00... 2. 
Booster Pack (15 cords) 9000... 


Booster Box (36 pods)... 3,200.00. 
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UNLIMITED EDITION 
IZARDS OF THE COAST: 1994 
oe ore aed but otherwise identical 
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REVISED EDITION 
IZARDS OF THE COAST. 1994 

Cards cre white-bordered ond are nearly identical 
to the Unlimited cards, except that the ink on the 
cards is noticably lighter. 


g 
Hi 


H 
Е 


n 


= 
EH 
g 
E 


BWOCSBSECCHCBEBENBESEENS 
8 f 
T ғ 


FE 


rns 


SSssssssssssssssssssss 


Hi 


is 


8588888855 


М 18 175 ko] 
0 400 60 | 
S M00 ..2000 8 
E 39...50 im 225. 400 
25 12 8 LEY 
pro Be ec. O 08 ш SS P 
20 белое Hero $225 | 9 
m 00 d Bod ә 50 a в 
10 2 
00 : Ш тз. mite, 18. 200 
MIL. LE | ашай 32 75 | m her T ê 
10 3 O Blessing 39 $00 : mi Feedback 35 75 
10 ims. а Bos benen Be 8.25 | m [m Berri 125. 200 
77350 È шым. хиси 38 Boom 
E 5 ГЕЛ 125 20 есіле 55 75 
21000 SE is. 1 да Bote of Suleiman 325 40 Немет 25 150 о 
риш. тыға. 22200 0190 ш Р 3$ 35 
UU земна. j m Bees Men 35. 150 
(0 imet. E - n c] 6 
Е ай [ИИ 
ү H 
LES CM HER 5. 155 m 
0 i aan оса Oelen 3.15 i 
ae беде of Protection: Block a 
RH 2 Gris d Pocos o 
zm Idas O бы Postion: Dun & | 
1 s E Gide of Protection: 
rid NETTEN C) Grde of Protection; White 


{ ва Phantosmal Tein 


Glasses of Urea 50 
Ш Сот. 50 
ІШ Goblin Balloon Brigade 50 
Ш Goblin king .... 00 T Girdle of Protection: Blue 
Ш Gronite Gorgoyle . 00 C) Gide of Protection: Green 
2 Groy Ogee 5 
О Green Word eds 
т Grizzly Beors 5 
.50 


= O Righteousness. 
Roc of Kher Ridges 


Hurloon Minotour 
Horicone. 

WI Hypnotic Specter 
WI stil Energy 

in lon S. 
ІШ (голоо! Treefolk 

ond ...... 

Œ Islond Fish Jasconius... 
T sland Sonctuory 
ш Мур... 
Wl Noy Tower .... 
I Jode Monolith . 
[edes тесен» S. 
londor's Soddlebogs....... 
W тан К Я 


FOURTH EDITION 
WIZARDS OF THE COAST-1995 

Cards contain а copyright date beneath 
the artist's name on the fron of the cord. 
Ful Set (378 codi) Е 


Wi Ley Duid 


855588858 


ш Lifeforce 


БЕН 
i 


gg 
= 
= 
2 


5 


ғ 


folk 


Pearl Trident 


РЕ 
HE 


RESHECHSBSSERSEEUBNZEBSEM 
Ti 


СЕ 88 
EE 
Su 


88, 
aes. 
H 


150 


{ШЕТ 


Е 


BEBE 
Е 
[Г 
ЕЁ 


35 ‘Swamp 
35 

500 50. шм 
35 75 | Wi fey 
15 150 


7 GOLD ШОКЕ MRED 


Sess 


715 
£ 


25 
Ы; 
R 


5% 


PT 
ІЗГІ 
рег 


= 
ii? 
SESSEERS 


z 
E 


Hurricane 


1 
fi 


ЕМЕ 


BESLSSSeRBBBnunBeunesns 


Voca 

Wal of As 

En ) 

үші Old Mon of the Sea 
Wal of ойе 

Wal of Ру .. 
Wd Pyromids . 
Wad rrr 
Wald We АЙЕ... 
Wall of Wood Sandols of Abdolloh 
anders... забот .. 
eis pec st 
Mon Atfoct 

Mater Elemental кіні . 
Weakness EJ ae 
leb ‘Singing 


= 


1 eee 
шелі Walger 
Red Bement Blast Will Wolo 
е мет Yówen Нн. 
pops] c 


i 
i 


On 


B 
i 


О Somite 
Sondstorm т ітін of og 3s 15 
Soon J Argen оооу 1800 ...3000 
Scat Zombies О Мун Blocks 2. 1.50 
Scavenging Ghoul EEan E 
бау) Sprites ا‎ 1% E] 
Serpent 22 39 

сез т кбй 15 1.50 
p О Met Word 5. 150 
it ІШ лік! Possession 1% 1,50 
к=? амы 0 15-010 
ооба іш Коо; Bete (өз 5035) 
Shopeshifter . V кіні елер. e 
Shatter .. т. 150... 250 
у в l 35 15 
Sabon 38 den и 4m... 600 
Sind Wi (олбо lows... 1800... 3000 
js Gil CQ Ciel ol Protection: dec. 600... 10.00 
plerum т Cod rad 325... 400 
50 of Mind. . 2 (py Әкке 75......1% 
5 = "es в Clockwork Avian 80. 1100 
Sorceress plc of Sadê E E 1800. 
m 3 m Cord Helm 100. 0 
35 : gp Spel Sst т Crumble 5. 1 
a 2 . 

1 е a 
m EXE 2 72. 400 
0 Steal кіші е е 125......200 
50 Stone Gent. m Drogen Engine 19.79 


E Pendelhaven 
T Petro Sphynx 
m Pit Sopon . 
E Pixie Queen 
IBI Plonor Gate . 
ш Prodesh Gypsie 
C Presence 
Ghph т Primordial 
Glyph 38 Princess 
бүй of . E Psionic Enti 
Glyph of Reincomation, m Psychic 
TIL LI 
Pyrotechnic 
Corte 18 буут 
Greot Mel а 
Greater Realm of Preservation Robid 
Greed . Rodon 
Obelisk of Undoing m Roging 
Onulet..... Rognor 
(кій Mechanics O орі fir 
Omithopter .... 99 Ronirez Пере 
Phyrexion Gremlins © Romses Overdark 
Power Artifact 39 Rasputin Dreamweaver 
Powerleech in Rebirth 
Priest of Чонотой M eal. 
Primal Cloy п N Red Mono Battery 
Rock, The 00 i eite 00 : E Reincamation 
Кіші» 00 О Holy Doy Q0 + ва Reli Borer 
Reconstruction. 250 in Hom of Deofening T ш Reli Bind 
Reverse Polarity ‚250 in Ноте! Cobo . D O Remove Enchantments 
(0 i WI Horor of Horrors T Б Remove Soul 
ore Ve ® Hunding Gjomersen 1 B Reset .. 
12.00 in Hyperion Blocksmith, 1 Revelation 
8.00 E ichneumon Druid T Ш Reverberotion. . 
1.50 Ш Immolation. .50 £ O Righteous Avengers 
m B кеге dias Bm | = testa. 
100 bye ic 
4%: O Indestructible Auro... .50 : уйн Keep. 
afer Medusa .00.....800 : = Rubina Sele 
О ойе Authority. ] 15.00 іші. 
Wi Посе Pede. 200 19 00 Sea King’s Blessing 
О hory Guardians 300......500 : Ш Seofore’s Quoy . 
Jocques le Vet . 000 ...1500 O Seeker .... 
Jasmine Boreal 4.00...... 6.00 Segovion Leviathan 
ыы 8-06 Е 
Johon 1 800 Shekin Brownie 
ума 0 0 2 a e 
барле 6.00 100: NN Shimion Night 
m Kokos 1 3.5 00 Silhouette . 
bern the Lone Wolf 400. 60 : 38 Si Shondor 
O Keepers of the Foih . i .150 : Den отот 
= Kei Tokoheshi. 00 : c Solkonar 
m He bees 00 : Ш Special Cook: 
Kismet... 100 :  Spindl Mon 
.800 Knowledge Vout .. 1000 £ C Spiitlink. 
‘Gookshonk Kobolds 75 : Б D gent 6.00......8.00 : ш Spit Shockle . 
ydopeon Mummy BST) Kobold es 10,00 ... 15.00 | а Sonctuory 
i = Dokkon Blockblode.. 500 E Kobold Taskmaster... 500... 8. ‘Stang 
been acer. 120 + өсі of Kher Keep ‚35...75 i MN em Seeker 
ҮШ OF THE (OR m Dates 150 : m ky Shield... ‚350......500 Storm World 
Full Sot (310 cords). $1,100.00 т Ded. 300 £ Lady cee 1000 ... 15.00 Subdue . 
Booster Pock (15 / 2900 Demonic Torment ... 6.00 £ a Lody Evangel.. 1000 1500 Sunastion Foke 
Booster Box (36 packs)... 900.00 f Ш Devouring Deep m Lody of the Mountain, Пе ... 4.00...... 600 Sword of the Ages. 
Ш homo .. 1200 lody Orca... 325 Sod . 
„ 20 mim liy. 
2000 : C wee ernte 20 + 10 
150 Ww» Dreom Coat .. 6.00 3 
1500 Durkwood Boos 15 
350 U Dwarven Song. 500 
500 | O He шей Wurm. 1000 : 
150 ; 80 ио. 1000 £ 
iam : Be m 00 i 
9ш i О indole 200 
150 | 18 Екішітеі Aeration 3.00 
1500 | @ Беті»... 75 
75 О Бх 300 : 
301000 } w» Репо Мот 200 | 
1800 HE панна 0 2» 
4% miraka 4022260 I 


Dust fo Dust. 
iater of the бесі 
Белі. 


ІН 
Ht 


it 
Hird Borb Fer 
Nite Woke . 
Maik 5 о 
Murk Dwellers Bottle Frenzy 


com SEEEEFE 
i 


Nameless Roce 
ae Blessed Wine ./........... 2% ...... 75 
Nal Shoa 2 EE 
Orc General O Кобол Infonty. m Birro ........ 400...... 600 
People of CI Kation Joveloeers e 2800 
пада E) feo Meer org H- % ІҢ 
О koton х t E қ 
Psychic Alergy O kokan Phan ............. Г тізе 2259.-580 
О kofen Scout px Brina Sharon 3s 75 
C) Ketion Skimishes MIC es ‘Brown Ouphe 35 5 
E кобо . 325... 400 мі Am. &00 
C kation Town 350...... 5.00 Bast (беге n 
тетеп; of te 1.50...... 250 Colo ers $0 1000 
Initiates of the Ebon Hand 35 1 (den Renge 600 1000 
Mere 35 8 (өні Sword 350 .....500 
Маб Th 35 1 Canta Ker 250. ....350 
Мет % қ Oen ізгі 600 1000 
Night Sol. E] n Chans Neen 600 1000 
Orch Captain 3% % (remo Aro $.00...... 800 
rh Spy 35 % Оё food 3% 75 
Я 400 0 Orcch Veteran » 5 ede of Protection: Во... 35 15 
TOP TEN 7 2 — 35 400 Onder of lebe 35 15 Gide of Protection: Be 3% 75 
> : К 150...... 250 Order ofthe Ebon Hand % 15 Code of Protection: бп... 35 75 
— 535 75 225. 300 Обе el Protection: Red 55 75 
225 39 Poty % 15 (кіс of Pretection: White 35 7% 
500. 800 Rainbow Vale 20 enen 3s 15 
35 75 Ring оймен 275... 100 бый of Соид. 35 5 
сді Кер... Я 50 250 River Мейо 225 300 Cold Зер. 150 250 
2...2 Res of Tioko., 125....200 | Conquer 39.....5% 
2 Teemod’s Crypt ............225......300 Sand Sis. 150......35 (осретасп 5 5 
ЖИЙ ............ m) 85874 Seasinger . 2% m us T T3 
rocker „00. Exchonge 125 own 
19. Беси 19... 29 (елі he Lge 2 
ү ; 5 
250 panied % 75 Dork Banishing % % 
E біліг Pest $2 5 | 3 En 
үйде Te 75 1 
A . 7,5 e ш 
Траса Chant 125.19 : — аны ш ин) 
Тыю; Corse 225. 0 


ly Роп... Wi Minion of leshroc ... 
Ilusionary Forces. Minion of Tevesh Szot 
E Ilusionary Presence. зно... 
ш Ilusionory Terrain Mole Worms 


© Monsoon. 
п Moor Fien 


m ІІшіпау Woll 
Illusions of Grondeur. 
Imposing Visage 
Incinerate .. 


Snow-Covered Island 
Snow-Covered Mountain 
Snow-Covered Plains 


price gu 


Vetere Mask 


ва Dire Wolves И Snow Covered Swamp 
O Disendiant .. Bl Snow Devil.. 

WI Dreod Wight . B Snow Fortress 

Wi: Dreams of the Deod 

Ш Drift of the Deod . 

ала. 

18 Dworven Amory ... m 

ж Eorlhünk . Soldevi Machinist . 
Ш Есе Soldevi Simulocrum . 


E Eder Druid. 
© Elementol Шолу 
W Ekin doe 


C) Ekish Heoler 

T Enduring Renewal Spec St 

T Energy Stor. Spoils of Evl . 
Enervote Spoils of War 
Erront Minion Stoff of the Ages . 
Erontyy ... Stampede 

W Essence Filter 


m Essence Flore 

— Essence Vortex 
Ш Fonaticol Fever 
fem. . 
Fenn Justice 
fie Covenont. 


WI Stromgald Cobol . 
i Stunted Growth . 
E Sulfurous Springs 
W Sunstone . 


ш Mystic Remora 
m Nace Tolsmmn . 


овы 


8: 


m Touch of Ms. 


I8 Tor болі Dene Jb 
I Total Wor . E 00 
ш Troiblazer. 400...... 600 
W Underground River ......... 400...... 
m (ріш... 1.5 
2 Uys Bote 1 
i Kjeldoran Frostbeast m Veldt .... ... 5.00. 
а Қып Ge Ш Venemous Breath 250.. 
O Kjeldoran Knight. m Vertigo. 22 
i C) Kieldoron Phalanx та Vering Малік . 50 
CJ ЦеЮоса Royal Guard E Vibrating Sphere 350. 
} О Kjeldoron Skycoptoin Bl Walking Wal. .. 3.50. 
ШЕТ Skyknight m Walollon ...............225 
T Kjeldoron Worior. т Wol of Pine Needles, 205-5 


WI Knights of Stromgold па Woll of Shields 


Krovikon Elementolist 
Ksovikon Fetish, 
Krovikon Sorcerer 
Krovikon Vampire 
tid CO Жы... 
Lopis Lozuli Talisman 
lava Bust ... 


Goblin Ski Patrol 
Goblin Snowman. 


О Green Scotob 

ва Gürtel Wolverine 
CJ. Hallowed Ground. 
E Hols of Mist 


F 
E Fay of оттой. 
Ray of Erasure 
Realty Twist.. 
Reclamation . 
C fed Scarab 
Regeneration 


i C Lightning Blow 
$ E Lost Order of Jorkeld 500 
: шше 1.50 


m Maddening Wind 15 Rime Dyod 
Ш Hoor 540% ш Нори of the Unseen 6 Елі of бї > 
lot Springs тв Марфйе Tolismon 150 iom River Delo pu 
ke rom Beyond E Horton Stromgold 400 . 1000 = t Runed Ach - 5 


one — — : воал SEE NEXT 


yolopterous Leue — 
ш che H 
inf Ra Marieke Ri Berit Í PAGE FOR FULL 
ш ke Berg Mesmeric Tronce 5 


‘Meteor Shower 
Mind Ravel 
Mind Мор 
Mind Whip 


CHRONICLES 
PRICE GUIDE ! 


CHRONICLES 
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MANUFACTURERS’ ADDRESSES 


ATLAS GAMES 
PO Box 131233 

Roseville, Minnesota 55113 
Games: On The Edge 


BLACK DRAGON 
PRESS 

PO Box 362 

Logan, Utah 83705 

Gomes: Tempest of the Gods. 


CACTUS GAME 
DESIGN 

1553 South Miltary Highway 
iecore Boy, Virgini 350 
Gomes: Redemption 


COLIBER GAME 
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Livonia, Michigan 48150 
Gomes: Powercardz 


CARD SHAR’ 
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83383888 


звы 


E Revelation 


E Ronesword 
Wi Sofe Hoven . 
Scavenger Fol 
Ш Sentinel . 


WENT DOWN 


COMIC IMAGES 
180 Midland Avenue 
Saddlebrook, New Jersey 07663 
Games: Star Quest 


COMICO 
119 West Hubbard 4th Floor 
Chicago, Ilinois. 60610 
Gomes: Chrysalis 
COMPANION 
GAMES 
PO Bo» 
Hirn few Yak 12167 
Games: Galactic Empires 
DAEDALUS 
GAMES 
385 the West Mall 
Bobicole, Ontario, Canada M9C 353 
Games: обон! 
DECIPHER 
ook, “Vina 73501-0056 
[^ T 
Кек St rel Sx Was 
DESTIN! 
ODUCTIONS, 
вис RATED 
тегі 925 ¢ Hand 02886 
Gomes: Fights of Fantasy 
ER 
йе 73 Executive Plaza 


Svite 300 
dean Lovro, New Jersey 08054 
Gomes: Marvel OverPower 


Ш Hom of Deofening .. 


O Repentant Blacksmith 
= Rubino Sousinger 


E береп Generator. 


a player’ library ond remove thee cards from, 
Ме gome. Wanna sew with her blood pres. 
sure? Play the Cop ond o Reconstruction. Or 
four L 
iO Sted Wol...... 
in Night Stoker 


Ш Und s Mine (4 versions) 


Ш Urza's Power Plant (4 ver.) 
n Urza's Tower (4 versions) 
® Voevictis Am. 


HEAVILY TRADED 


FPG 

2539 Washington Rood 
Building 1000 

Pittsburgh, Pennsylvania 15241 
Games: Guardians 


HEARTBREAKER 
HOBBIES AND 
GAMES 
1260 E Woodland Avenue 
Springfield, PA 19064 
Games: Doomtrooper 
IRON CROWN 
ENTERPRISES 
Grae, Wie 72902 
, Virginio 22 
Gomes: Middle-Earth 
KNIGHT PRESS 
264 Main Street 
Florence, Kentucky 41042 
Games: Realms Arcana 


LAST UNICORN 
GAMES 


PO Box H 
Mew Cumberland, PA 17070 
Games: Heresy 


MAG FORCE 7 
PO Box 1106 


Wiliams Bay, Wisconsin 53191-1108 
Games: Stor of the Guardians 


MAYFAIR GAMES 
5641 Howards Street 

Niles, пов 60714 

Gomes: SimCity 


2 This set is known as the “Domestic Edition." Cards 
1 have the words "Collector's Edition" in gold 


= letters. These cards are not tournament legal. 
і NG би Tec y Set (363 51 


2 “International Collectors Editon” on them. Cards 


50000 Printed 
This set contoins two, 60-card Revised starter 
2 decks, 30 counters, and o Revised checklist. 

£ MTG Revised Bored Set 
2 This set contains two, 60-cord Fourth Edition starter 


i МТС 4th Edition Boxed Set. 


Woll of Hec 
Wall of Opposition 
jall of Shodows . 
lol cf Vopor . 
п Wol of Wonde 
O Wor Берші .. 
Q Witch Hunter 
п Wretched, The 


и Nolthi Drogo ... 
E ers of Бо. 
й Wndsecker Cent 


FACTORY SETS 


have squore borders with gold trim. Backs also 


10,0% .. $200.00 ...250.00 


Known os the “International Edition," this set 
is the some as above except the cards have 


are also nof tournament legal. 


MTG Beto International Factory Set (363 cords) 
$275.00 ... 350.00 


2.52000 ... 0 


decks, 30 counters, and a Fourth Edition checklist. 
$1800 . 25.0 


MEDALLION ULTIMATE GAMES 
SIMULATIONS 1665 Willow Street 
475 W. Sierro Suite 168 Son os, Сайтты 951255149 
Fem, (йота 15 5 Gomes: Ultimate Combat! 
с Echelon ire 
aui ipi U.S. GAMES 
NEW 179 Ludlow Street 
MILLENNIUM Stomford, Connecticut 06902 
ы m 12212-2582 — 
Albany, New Үс z 
Gomes: Batlelords WHITE WOLF 
49588 Stongegate Industria! Bhd | 
OUTER EARTH Stone Mountain, GA 30083 
INC. Gomes: Rage, Vompire: The 
5996 NE Hoystock 91 Eternal Struggle | 
Hillsboro, Oregon 97124 
Gomes: овог WILDSTORM 
Me B88 roped Ste See 240 
PRECEDENCE lo Jolla, С 92037 
2090 East University #109 Games: Мбіт 
Arizona 85785 
Sone Gide WIZARDS OF THE 
STEVE м on d 707 
STEVE ZACKEG Renton Wi 98057-0707 
PO Box 18957 Gemes: Mog 1251 
Austin, Texas 78760 Vampire: The Eternal S 
Gomes: Illuminati 7 TAS 
COLO BE REAL 
THUNDER CASTLE HELPFUL 
GAMES 
PO Box 11529 
Kansas Gty, Missouri 64138 
Gomes: Towers in Time, 
TSR 
201 Sheridan Springs Rood 
Lake Geneva, Wisconsin 53147 
Gomes: Spellire, Blood Wors 
ole To BER 19 э 81 


158-1995 


Full Set (334 cords) . .. . $300.00... 


Starter Deck Duols (100 cords) ... 8.00 .. 
Storter Box (10 duol decks)... 75.00 

Booster Pack (15 cards) .. 2.25 

Booster Box (36 poks) ...... 7500 — 
Assassination Plot 500 800 
Choos Beast „400 .., 600 
Lody of Fon . .. 2500 „ 35.00 : 
Shield Moidens of Odin 400 6.00 
Tiomot 500 8% 
FACTOLS AND FACTIONS 

ТК: 1995, 

Full Set (134 cords) 840.00 , 60.00 
Booster Pock (15 cords) 250 
Booster Box (36 packs) 90.00 
COLUMBIA GAMES-1995 

Full Set (200 cords) $50.00 ... 70.00 
Starter Deck (60 cords) . .. 8.00 ,.. 10,00 
‘Storter Box (12 decks) 80.00... 100.00 : 
Booster Pack P NONE ; 
Buck Woods . 75 180: 
ColorGuord ......... 75 180 £ 
Rebel Yell ....... 125 200 ; 
10 POR Parrott 75 150: 
17 POR Howitzer 125 2.00 
DIXIE: SHILOH 


COLUMBIA GAMES:1995 


HEARTBREAKER 1995 
Full Set (337 cards) $275.00... 350.00 + 
Starter Deck (60 cords) 800 90: 
Starter Box (10 decks) 7500 9000 
Booster Pack (15 cords) 225 280 
Booster Вох (36 packs) 8000. ... 90,00 
Жо The Cunning 100 ... 10.00 
Cordia Dominic 100 ..1000 
Crenshaw The Мот 700 ... 1000 
Nimrod Autoconnon $00 ... 800 
Personal AntiPesonnel Mines... 7.00 ... 1000 


EXPANSION 
HEARTOREAK(R. 199° 


Full Sot (170 cords) $150.00... 200,00 
Booster Pock (8 cords) 225 ...250 
‘Booster Box (60 packs) 7500 ...9000 


ә ЗӨ. esr 


i Booster Box (36 packs) 


1 Drogon Hatchling . 
i Drogon Loir...... 
1 Moon Drogoness > 
i Monster Overstike . 
i Scitilating Dragoness. . 


i COMPANION GAMES-199: 


МАШІ 

Ful Fire Set (69 cords) 
Ful Fury Set (57 cords)... 
Fire Storter Deck (65 cords 
Не Storter Box (10 dedi) 
ire Booster Pack (15 card: 
Fire Booster Box (36 packs) 
Fury Storter Deck (65 cords 00. 
Fury Starter Box (10 decks) ...7500... 
Fury Booster Pack (15 cords) Д 

Fury Booster Box (36 packs) 


DESTINI PRODUCTIONS-1994 

Full Set (108 cords) . .. $40.0 
Starter Deck ... 
Booster Pack (10 cards) .. 


GALACTIC EMPIRE: 
COMPANION GAMES-199 

Full Set (40),..... 
Storter Deck (55 cords) 
Starter Box (10 decks) 
Booster Pack (12 cords) 
Booster Box (36 packs) 


NEW EMPIRES EXPANSION 


i Ful Set (209 cords) 575,00... 125.00 
Booster Pock (12 cords) 200 2.25 
Booster Box 80.00... 100.00 
Ancient Spoceforer. 250 ..350 

f Fighter Pilot 150 3.50 
Spitiruol Leder... 250 3.50 
Stellor Mop. 225 ...350 
Volatile Corgo 325 4000 

Fidel Costo * 
Finlond. ОА 
Fist Thig Kill M Lowyêts ...... i Rifkinites 
Flower Power Robot Sen Mons 
foiled! & Ross en 
1 Forgery m i 
Freaking the Mundones 
2 Fred Bich Society 
Gong War 
Goy Activists 2 
Germany 400 
Giont Kudzu 75 211% 
Gnomes of Zurich 1.50 ...250 
Goldfish Fonciers 1.50 250 
Great Pyromid The (Mog. Insert)... 1.50.. 2.50 
1 бел сомы Ы ШЫ 
Gun Control 75 50 
Hockers 75 150 
Hond of Madness, The 150. 280 
Head in a Jor 75 1% 
Hex : 150 250 
Hidden бү 75 150 
Card names ore in gold printing. Hidden Influence 150 2080 
eee 140000... 50000 | ier Bran 325 400 
Foctory Set (450 cords) 6% 75,00 $ Hoax 75 ..150 
обе Deck Duo Pock (110) ... 1800 .. 20.00 = Holywood 75 221% 
90.00... 100.00 = Holy Grol, The. 1.50 280 | 


Storter Box (5 diol decks) 


È Booster Pock (15 cords) . 
i Booster Box (36 packs) 


Pam. 


} Cover of Darkness : 
i el... 

i Criminal Overlor 
i Cystal Skul .... 
= Cyborg Soldiers 
i Deasil Engine 
Death Mask 

i Democrats 
$ Deprogrammers . 
i Dear Pak К 
2 Discordion Society 


HORSE 
$ 181/2 Minute Gop . 
i elders of Zion. 
1 Воо 


i В. 
i Embezzlement. 
i Empty Vee .. 


Unlisted Singles ... 


Immortality Serum 
nin Communist Conspiracy 
піп" Weather Organization 
licel 


Annual Convention 
Antiwor Activists. 
‘Ak of the Covenant. . 
BATE... 
Bonk Merger . 


let Them fot Coke! 


Bonk of England... let's Get REALLY Orgonized. 
Bovorion Illuminati lers You ond Him Fight 
Bermuda Triangle . Libertarians... 

Big Sellout, The . Library ot Alexandria, The 
Bigger Business. liquor Companies ... 


Local Polce Departments 


Manuel Noriega 


Bribery Morgoret Thatcher 
са. ‘Market тірі 
Conoda . Moss Murder . 

Medio Connections 


Men in Block, The 
Mesih ... 
Meteor Stike 
MS 


Mistoken Identity 
Mossad... 
Multinational Oil Cor 
Murphy's low 
NSA... 


Clone... 
Combined Disasters . 
Comic Books 
Commitment. 
Computer Security. 
Computer Virus 

Congressional Wives 
Corgplion .... 
Count Drocula . 
Counter Revolution 
Counterspel 


porotons 


Political Corecness. 
Мінез . 
j Power for Its Own Sake 
Power to the People 
Prince Charles 
} Princess i. 


Dollars for Decency 
Eat the Rich 


Federal Reserve 
Feminists: 


© PRICE NOT AVAILABLE 
ГІ 


Sucked Dry and Cost Aside! 
Suicide Squad. 


Weak Int, The. 
Weather Satellite 
Withering Curse 

World Cup Victory 
World Word... 


Evil Geniuses for a 
Better Tomorrow 


STEVE JACKSON GAMES-1995 
Card names are in various colors. 


Full Set (412 cords) ......... 8780 90. 3509 
Starter Deck Dual (110 cords)... 8.00... 10.00 2 
Starter Box (5 duo decks) ...... 30.00 .. 50.00 € 
Booster Pack (15 cords) 200 ...225 
Booster Box (36 poda) 7000... 80,00 
Single Cors 0.5-1х Limited Pice 
wi OF THE (0551-1994 
Full Set (438 cords) ...... 527500... 400.00 
Storer Deck (76 cords) 100 800 
боле Bor (10 decks) 65:00 ... 80.00 
Booster Pock (19 cords) 150 ...200 
Booster Вох (36 packs) 50.00 ...7000 
Aor Troublemaker . . 400 600 
Arcone Library 400 600 
hoy Bow ...... 600 ... 10.00 
Mikcent Smith ..... 400 600 
Political Aly 2240 22600 
o. ene 
ATLAS GAMES-1994 
Full Set (269 cords) ......... 517500... 200.00 
Starter Deck (60 cords) 800. 900 
Starter Box (10 decks) 7500 ...9000 
Booster Pock (10 cords) 200 225 
Booster Box (60 packs) 10000... 1300 
Asha Rybor 350 5. 
(опо D‘Auboinne 225 00 
(үй 0005 350 500 
Deboro Grierson 325 4000 
Hovan Shogosemi 250 3880 
cur- urs PROJECT 
x 
ANAS GAMES 15 z 

Set 17а 70 
T Pad (10 cod) m mo 
Booster Box (60 род) 11000... 130.00 

WENT UP. 


Block Spiral Dancer 


i Grek Twice Tongue 
Blodetooth . бей 


ATUS GANES-1995 

ull Set (117 cords). 
Booster Pock (10 cords) 
Booster Box (60 packs) 


Bones of Shakir Hind 
Bottlecop of Shokey Mac . 
Broken Limb 

+ Bron Mac Fionn 


. $70.00... 100.00 
20 ...2.25 
. 110.00... 130.00 


Hunting Porty 
E JS i Icy Chil of Despair. 
(oem Building . rali Impergium . 


Cling o Champion son 
Сотоцћоде . Incoma Sigil . 
Cafu Stike . Insightful Eyes 
(ай Grimson Non foro... 
(айол Roh Jock Debitongu 
(ше. Jock’ (use 
iC H рекет 
1 Charging B $ Jom Technology 
E бш : Joumey Onword 


Стадо Attock 3 por, to the kat. 
ie -. т 
65 £ ` Juksho of the Thousand Masks 
„„ Command Spit } Justice Under Golo 
Coup de Groce Kelly Sil Waters 
Crescent Moon $. Kinfolk - Environmental Activist 
Crick Rumwrongler i Kinfolk - Smoll Town Cop 


Í обок - Solder of Fortune. 
{ Kinfolk -TV Reporter 
шй - Veterinarion 
Койо Storgazer 


i (ШЕН GAMES SYSTEMS 
$ Ful Series 1 (120 cords) ...... $40.00 ... 60.00  pisembowehnenl 
} бола Пей of eon... 800 . 900 benen 
dune Box (12 decks) ......... 75.00 ...90.00 : Dodge ..... 
£ Booster Pock (15 cords) .........775 . 2.50 È Drunken fh 
Booster Box (36 pads) . 75.00 ... 9000 f Dry Gulch 
H Биа 3 
Edgewater i 
Pema lod Mech 
= Eder Vompire ..... lost Cling. 
i Еппой Rend 
i Entopment....... 
Evade ond Strike 
von Heolsthe Past 
i Evasion 
Бот 
Eye of the Со... 
i Eyes Gouged 
i Eyesotfrost 
Foerie Kin 
$ Fokon 
Fong Dogger 
Fang Jumper 
1 Fong Neckloce of Ferris 
st Strike 
Feather of the Phoenix 
іш { шй dy 
fet bs Morel eren 
Flok locket Mosher ха 
оте Spit s 
WHITE МО e flesh Wound : 
Full Set (321 cords) 5200 00. 300 00 Flower of Aphrodite 
Starter Deck (60 cords) 800 ....9,00 emen 
Starter Box (10 decks) 7500 ...90,00 : Fomor. 
Booster Pock (12 cords) 200 5200 жуы 
t 
Booster Box (24 pocks) 45, РТА 
38 Special. 5 12 i fu 
Im SemrAuto Pistol 75 ..125 : Fomin 
Aloskon Wolf Hunt 250 ...350 : Golfing Pest 
Nexondru ThunderRoge 2500 3500 : 6005 Vengeonce 
Мо 250 ...350 ; бо Aly 
Momanda 250 350 : Garboge Food Poisoning 
Mison Кола. 350 450 f Gathering for the Deported 
Amari Hows from Soul 150 ...250 È Ge 
Ama тїї... IE иени бай: 
Anno yes of he SonPeliey ...... 2. с 
Желіп dede 250 22350 : Get Medevol 
Attacking the Wyrm 75 1.25 : Gibbous Moon 
Aura of Confidence 75 125 бй of the Porcupine 
hogo 350 ..450 i Genn Blow 
p 75 125 i Gib Tongue 
Bolor's Gaze 250 350 Golgol FongsFirst 
Banana Split 150 250 бой Moc A 
Bone Aron 75 ..125 1 Grond Kowe 
Battle Song 75 125 Grandfather Thunder 
Beastmind 150 250 Grazing Wound 
Bie 75 125 Greater Banishment 


Comm, ECT т BURE 


GAMES 


CARD 


i Tue Siverheels . 

R i Uktena Е97 d 
$ Шек ume. 50 ...5.50 : Full First fern Set (445 cords) $140.00 ... 200.00 

} Umbro Escope 50... 3: (Set price includes 25 booster exclusive cords) 

Umbrol Quest .25 È FE Storer Duol (110 cords) ... 10.00 ... 12.00 

.25 : FE Storter Box (6 duol decks) ...60. I 

F.E. Booster Pock (15 cords) . 
FE. Booster Box (36 pods) . 


17222 


Ful No Eton Set (400-Cons Oak) 
ришсе No Eton Stoer Deck (55 cars) 
No Edition Storter Box (10 decks) 
Pumpkin Mon No Edition Booster Pack... 
Questor renten. Ful Second Кїл Set (420 cards 140.00. 
Quoting the ty. i 2292 SE Stoer Deck (110 cards)... 1200 
igna... ШИЮ 2230 È ылатын 50 1.250 + SE Starter Box (6 dub) 
[ro mem 1 Winter Wolf... .. 250 i SE Booster Pock (15 cords) 


t SE Booster Box (36 pocks) . 
Razor ons ... 
Reclaiming the Stolen. Invisibility 
Remove Gaia's Blessing Midnight Goddess of Mogic 
Rend ond Teor .. Potion of Firebreathing 
Rite of Gloy ... i Siege! 
Rite of Investiture i Sout 


Rite of Passage 


Rite of Wisdom і RAVENLOFT EXPANSION 

Rite of Wounding i 1581994 

Ritual Chollenge . 3 Ful Set (100 cords) .... 

Roar of Storms. 1 Booster Pock (15 cords) ~- 

Roger Doly ......... i Booster Box (36 packs) 

Roll Over........ 

Roshen Опет ; Castle Ravenloft ..... 

Run ke Hel . $ Headless Horseman 

Running Creek ... : High Master Ifid 

SomwuelHoight be ofTenor .. 

Sands of Sleep. $ Ring of Regenerat 

Safire Song - i 

Soving Foce . .. . DRAGONLANCE EXPANSION 

Scor Throat LeecKiller Н j 

Scourging the Mum . H Fal Set (125 ad) see $75.00... 125.00 f 

Scouting Mission . È (бере indudes 25 booster exclusive а. i 

ScrotchesatFleas È Booster Pock (15 cards) . . . 1.50 H 

Screom of Goio Booster Box (36 packs) . .. 50.00 500 H 

Serenity } і 
Shokor 250 : 
Shops —1% i 
ik 229: 

ko Hunter Moon 4280 3 

Shotgun 250 
Shroud 

Shu Horus FORGOTTEN REALMS 

Silhouette TSR i 
Silver Ammo Full Set (125 cords) . .. $100.00... 15000 
Silver Claws (Set price indudes 25 booster 975 CM 

Sive Record Booster Pack (15 cards) 225 

Simon Gentle 


Sings forthe Bost Booster Box (36 pocks) ...... 75.00 .. E 


Sister Judith Ромо 
Skindoncer 

Sneok Attock 

Sofya Softkiler 

Sold Blow 

Son of Moonlight 

Song Chiong 

Song of Roge 

Song of the Great Beost 
Spear of Deceit 

Spine Crushed 

Spit lion 

Spirit of the Fray 
Spotight 

Stog 

Зоте Mountin 
Storedown 


1 Drogon Slayer. — 10 11230 


Toblets o Fate 150 2.50 
Word of Recall. n 


Toking th 
Tonzut 


Booster Pock (14 cards) 250 ...300 
Booster Box (36 packs} 5500. 110.00 


ез 
Р 


Blockstaff Tower ...... 150 ...250 : 
Shadow Engines ... duse 250 : 


l| Set (325 cords) 570,00... 100.00 £ 
xk (60 cords) 800 ... 1000 
Storter Box (12 decks) 8500... 110.00 


SA AN 


3.50 
2.50 
5.00 


STAR QUEST: THE REGENCY WARS 
COMICIMAGES-1995 


Beverly Crusher 


Cards ore black bordered. 
Ful Set (363 cords) . 8750 00. 
due Deck (60 cords) ......... 18.00 
Sorter Box (12 decks)... 
Booster Pock (15 cords) : 
Booster Box (36 packs) ....., 250.00. 
$ Unlisted Singles ...... EE 
Hber En. 00 
Moxonder Rezhenko 125 
Aldor Jorok 500 
Шел Abduction 75 
Шеп Groupie .. 350 
Aen Porosites 150 
Hien Probe 150 
Құлға Nechayev 10 
Ара Ogawa 1,5 
Amonda Rogers 150 
diem 125 
Anaphasic Organism 75 
Ancient Computer 800 
Агате Anomaly 6,00 
Armus—Skin of Evil 8.00 
fore Sonctuory 1 10 
uc ence 
[reda d 4.00 
Boe 1000 
кк 15 
Ba'al 225 
ГӘ 75 
Bardo: 's Protoplasmic Dsease ... 6.00 
Бетті Marwel 177 


1,000.00 
. 25.00 


{ Booster Вох (60 pods) . .. 75.00... 100.00 


TRT 


Cosmic Sting Frogment - 
Covert Installation 
Covert Rescue 


Stategi Diversion. 
Study “Hole in Space” .. 


Gitomer Resch . 
hein... бв Fp-Coledor ~ 
Dorion Wallace. Kog 

Doh 


ү Ж HAIR GRAB 
ti Death Yell | ; i M У ELBITLLI STRIKE 
жана ны A, i Stim É 
Klingon Right of Vengeance. E H 
Konmel 


Deonna Troi 
Devil, The 
Devinoni Rol . 
Devos. 
Diplomacy Mission 
Distortion Field. 
Distortion of. 
Divok . 


[Шш + 
І. Leah Brohms . ‚ - 
£i in = 125.00 
£ Fl Set (150 cod) $75.00... 1251 
ма Storer Deck (60 алб) 800 ...900 
S Storer Box (10 decks) 29 00 
| == ) 
15 0 : бш eps) 2700-300 
'ortex. 
Pas) Kit. e 2 i. 
'eSsmon. 1 
i = таў Round Kick 1 0 ы 
f Genghis Ші 
Есен dui clon 2 250 350 
be bui i шаш” 
Explore Dyson Sphere ііі (коф. 
Explore Typhone Phone. бек . 


Treaty: Federotion/Klngon 
$ Treaty: Federation /Romulon 
$ Treaty: Romulan/Xiingon .. 
H Әддінгу nection "t 


lokong 


Hannah Bates 
547 New Co 
HoloProjectors Mina Todo 300 : Vukon Stone of бй. 
fe 1 Mirum Metol Porasites =] 250 È Worp Core Breach aah 
H 150 ...250 = Wesley Crusher 1 
150 ...250 È Where No One Has Gone Before ...75 50 AME SYSTEMS: 199 ee 
125 200 en. Riker 2000 23000 5 Fl Promier Set (135 cd) $350.00... 45000 
1% 300 Fl United Set (239 cords) ... 400,00... 50000 
75 22190 Storter Deck (60 cords! 1200 
225 400 Stet Box. (12 decks: 000 
150 250 Booster Pook (15 cards) Um 
75 21% Мели Box (36 pec 0.00 
350 5% 
75 150 
50 00 
i А 150 250 
us. ne Us 200 bordered 
E is 1000 1500 Ful Set (363 cons) $225.00. .. 300.00 
Konia Investigation 350 00 Starter Deck (60 cords) 800 .. 1000 
onian Computer Weapon 1.50 ...250 : Shorter Box (12 decks) 90.00... 11000 
[Пре Door pue js Gorboge Sow 125 ...200 : Booster Pock (15 cords) 250 ..300 
От) Messoge—Federotion b es 150 2,250 i Booster Box (36 pedis) 5000... 10000 
[coming j pad коты 800 ... 1200 : Single Conds 025-035 Lied Nets 
En Io Е 
| Westigote Alien Probe кені ‘notions 1140 i CARD SHARKS: УҢ 
тее 4 REM Fatigue Hol 2% 1:300 | fase EO $90.00... $0.00 
wen dne Disturbance [s Een $00 2280 Deck (60 cords) 300. 500 
мезі 4 козе 150 250 Starter Box (10 decks) 30,00 ы 
deen oce Con йт 000 p eM 
tte "Situs Space bles 8% 7.10  FOWERSIN?IMR 
investigate Sigh Roga Donor Y 15.00 : THUNDER CASTLE CAMES [99 
[E] Runabout 2100 : М 
Уо Time Contium 557400 00 = Full Set (150 cords) e 
boaa e fon Broker 500 4 Sn 36 1000 EE m 8% 
5 
cic d m 40.00 5 Seen Tete 72 1 08 Booster Pock (B cords) 15 175 


[ү 1.25 200 : Science Vessel TID TRADED ipi B. ды 


ШШ 
Abbreviations: 

Atok BI Вок 

Event Ob Обе 
Res Restricted Sit Situation 
Cards only allowed to a specific persona ore 
marked with an asterisk. 


Full Set (165 cards) 


Cord Nome Туре Res# Rorily £ 
Aon Boines fv £2 
Angry Mob В с 
Avery Hoskins Sit R 
Cod Ev R 
Cought in the Act b 3 v 
Challenge fy 0 
Charlie Sit R 
Counterfeit: Abduction Sit C 
Counterfeit: Betrayal Sit 0 
Counterfeit: Plastic Surgery E C 
Dorius Ev R 
Dorkness: The Boit Sit C 
Dorkness: Lights Out Sit C 
Dorkness: The Trop. 2 C 
Hizobeth Vaughn. f K 
Бап Weopon Ф с 
Feint E C 
Fortune Teller. в R 
sy g ( 
Gypsy Lover it C 
Hd Shot к C 
Heroic Deed [1] R 
Holy Ground: Withdraw fv C 
Holy Ground: Forfeit E с 
Interference Ы E 
Investigate 
5 rd Blok 8 t 
Т v 
[чуг tod Г с 
Lower Center Block Bl с 
Lower Left Attock ht C 
Lower Left Block Bl C 
Lower Right Attock М ( 
Lower Right Block [] (9 
Master Sit R 
Noue fy R 
Middle Left Attock М с 
Middle Right Attock М с 
ing v 
Noron pe 8 t 
Pedestrian: 2 tums Sit с 
Pedestrion: 5 tums Sit с 
Police: Counter Event в с 
Polico: Remove Situation E с 
0% [4 
Recover Weapon fv с 
Renee Delaney & Н 
Reporter v 
Right Guard Block a (9 
Som (52 R 
Sea Witch: Hook EJ с 
Sea Witch: line Si с 
Seo Witch: Sinker & ic 
Segur E R 
Stomina. 2 [4 
Street Punk e 3 u 
Tessa St R 
rust At [d 
Underworld Contact b 2 È 
Unexpected Assistance fy R 
Unholy Alsonce: Alionce. н с 
Unholy Alionce: Discovery Si [: 
Unholy ABonce: Ambush Si с 
рә P 
es 
22 "A 
Left Block 
ы Right Attock к с 
Upper Fight Block B € 


2 Wotcher: Treatment re? U 
$ Watcher: Hunter E R 
i Watcher: Counter Sit R 
È Мойес Hunter, olployes fr с 
i Watcher: Hunter, target н [$ 
Watcher: Foir Fight Sit C 
AMANDA 
Persona R 
Bock Away Dodge y 
Continuity Event u 
Distroct Dodge *6 [4 
Jump Dodge U 
Left Side Step Dodge у 
Master's Advice Sit " ۴ 
Master's Attack Mok Ul Ri 
Right Side Step. Dodge U; 
e Event 4 RE 
Event "6 U 
Event 3 Ri 
CONNOR MACLEOD E 
: id P 
U 
Event U 
Event D 
{ tote u 
1 Dodge U 
i tro Shot Event 0 
1 Power Blow Event vi 
: DUNCAN MACLEOD 
Н Persona R 
Bock Away Dodge 0 
Battle Roge Ве "4 Ё 
Combi Event 0 
i Continuity Situation uU 
553 
: m Event U 
$ loshbock ien , y 
i Inspiration 7 Ж 
Jump Dodge y 
Master's Advice Situation *l R 
Master's Attock Mk *2 R 
Master's Defense Dodge °3 R 
= Power Blow Event U 
Тф Event y 
LUTHER В 
Persona R 
Bock M 0 
Combat E U 
Continuity быч zo 
Disoppear Event % 
i Disarm Event ү 
bee Edu on 
: Power Blow Brent 0 
2 Tomt Event 6 R 
Tip Event [] 
Persona. R 
boch Away у 
Bottle Roge Event 04 1 
Combination Event U 
Continuity Event U 
ben — "6 R 
dem Event 0 
M DE 
Power Blow Event U 
Seduce Event 4 R 
Tip Event [] 
Persona R 
Bock Away Dodge 0 
Bottle Roge Bet R 
6 Event 0 
ANE RE 
Бю Shot Event 0 
ж Event R 
Master's Advice Situation 71 R 
Master's Tick [ “2 R 


Event у 
Event y 
SLAN QUINCE 
Persona R 
Dodge U 
Event 2 R 
Event "6 R 
Event 3 R 
em R 


Full Set (341 cords) 


CHARACTERS 
Cord Nome Visual 
£ Apocolypse Hero Cord Apocalypse 
: Apocolypse—Genetic Engineering Apocalypse. 
Кор Seid dd The Fittest Hons 
Apocolypse—Mega Қоса үре 
Apocolypse-Enhonce Strength Apocalypse 
Beast Hero Cord Beast 
Beast-Animol Dexterity Beast 
Beast—Drop Kick Beast 
È Beost-Anolyze Beost 
È Beost-Biochemist Beast 
È Beost- Beosficl Brown Beost 
È Bishop Hero Cord Bishop 
1 Bishop-Absorb Energy Bishop 
£ Bishop-Plasmo Gun Bishop 
2 Bishop-Drow Enemy Fie Bishop 
Bishop-XSE Toctics Bishop 
Í Bishop-Spectum Blast Bishop 
3 Coble Hero Cord Coble 
Coble-Bodyslide Coble 
@ le Toctics Coble 


s 
Comoge-Symbictic Web (отоу 
6 Coroge 
Colossus Hero Cord Colossus 
Colossus-Smosh Object Colossus 
Colossus—Fostbll Specol Colossus 
Colossus Skin of Stee! Colossus 
Colossus—Metol Вотіег Colossus 
Colossus-Hoymaker Colossus 
(убор Hero Cord Cydops 
Cydops-Wide Beam 52 
Cydops-Feoress Leoder Суор 
Cyclops—Optic Obliteration Cydops 
Cydops—Ground Blast Cydops 
res 5 m Cyclops 
lero Deodpool 

Deadpool 

Super Spy Deodpool 
Deodpool—High Threshold of Poin E 
Doctor Doom Hero Cord Doctor Doom 
Doctor Doom-Energy Dompening Field Doctor Doom 
Doctor Doom—Time Doctor Doom 
Doom—Conasssion Beams Doctor Doom 

Doctor Doom-Viloinous Plot Doctor Doom 
Doctor Doom-Super Genius. Doctor Doom 


2 Dr. Octopus Hero Cord Dr. Octopus 
Dr. Octopus—Criminal Mastermind Dr. Octopus 
Dr. Octopus—MulfrArmed Menace Dr. Octopus. 
Dr. Octopus—Grasping Tentacles Dr. Octopus 
Dr. Octopus-Evosive Action Dr. Octopus. 

1 Dr. Octopus-Villcinous Shield Dr. Octopus. 

2 Elektro Hero Cord Elektro 
Elektro-Mortiol Artist Elektro 
Eektro-Anticipate Elekto 
Hektro-Sci Elektro 

 Blektro-Ninja Master Elektra 

i Elektro Resurrection. Elektro 

} боты! Hero Cord Combit 
Gombit—Charm Gambit 
Gombit—Intercept Object Gambit 
Gombit- Chorge Object Gombit 

1 Gombit- Stoff Atto Gombit 

i Gombit-52 Cord Pickup Gombit 
Hobgoblin Hero Cord Hobgoblin 
HobgobinPurpkin Bomb Hobgoblin 
Hobgoblin-Goblin Gider Hobgoblin 
Hobgoblin-Rozor Bats Hobgoblin 
Hobgoblin-Stun Gos Hobgoblin 
Hobgoblin-Concussion Grenade Hobgoblin 
Hulk Hero Cord Huk 
Hulk-Green Goliath Hulk 
HulkIntimidate Hulk 
Hulk—Shrug Off Hulk 
Holk-Enroged Huk 
Hulk-Hulk Smash Hulk 
Human Torch Hero Cord Humon Torch 
Human Torch-Fire Shield Humon Torch 
Human Torch-Fire Storm Human Torch 
Human Torch—Nova Burst Human Torch 
Humon Torch—Inferno Human Torch 
Human Torch—Searing Heat Human Torch 

3 Invisible Woman Hero Cord Invisible Woman 

Invisible Womon—Force Field Invisible Woman 


Invisible Womon-Unseen Assailant Invisible Woman 


i Invisible Womon-Invisible Rom | Invisible Woman 
Invisible Womon-Bubble Shield Invisible Woman 
Invisible Womon—Invisibilty Invisible Woman 
Iron Mon Hero Cord. ‘ron Mon. 
Iron Man—Heat Seeking Missile ton Mon. 
Iron Mon-Rodor Warning {ron Mon 
Iron Mon-ln the Line of Fire ron Mon. 
kron Mon-Tocticl Computer Iron mon 

1 Коп Man—Concealed Arsenal ron Mon. 
Jeon Grey Hero Cord Jeon Grey 
Jeon GreyTelepatic Unity Jean Grey 

1 Jeon Grey- Merl Deflection Jeon Grey 
Jeon Grey-Telekinesis Jeon Grey 
Jeon Grey-Mind Scan Jeon Grey 

= Jeon Grey-Mind Over Matter Jeon Grey 

2 Jubilee Hero Cord Jubilee 

2 JubileeBlinding Flore Jubilee 

2 Jubilee—Fireworks Jubilee 
Jubilee—Plasmoid Flash Jubilee 
Jubilee—Distracting Burst Jubilee 

1 Jubilee—Specrum Tease Jubilee 
Mogneto Hero Cord Mogneto 

1 Magneto-Grovity Alteration  Mogneto. 

3. Magneto-Porolyze Opponent ‘Magneto 

È Magneto—Mognetic Shield Magneto 

2 Magneto-Evil Genius Mogneto 

= Mogneto-Repel Object ‘Magneto 

£ Mr. Fontastic Hero Cord М. Fontostic 

È Mr. Fontastic-Teom Leoder Mx. Fontostic 
Mr. FontasticIngenuity Mr. Fontostic 
Mr. Fontastic- Stretch Attack Mr. Fantastic 
Mr. Fontostic-Protect Teammate М. Fontastic 

{ Mr. Fontostic-Python Hold М. Fantastic 
Mystique Hero Card. Mystique. 
Mystique illusion of Ally Mystique. 
 Mystique-Infiltrotion. Mystique. 
 Mystique-Cool Under Fire Mystique 
Mystique Surprise Attock Mystique 
 Mystique-Commondo Roi Mystique. 
Omega Red Hero Cord Omega Red 

Red-Socificiol Lomb Omega Red 
‘Omega 2 Той Omega Ы 
Omego ring Omega 
‘Omega Red—Droin Lifeforce Omega Red 

Red-Corbonodium Coils Omega Red 
Professor X Hero Cord Professor x 

i Professor X-Cerebro Professor x 

Professor X—Telepathic Coordination. Professor x 
Professor X-X-Men Founder Professor x 
Professor X—Psychic Scan Professor x 
Professor X-Psionic Hold Professor x 
Psylocke Hero Cord Psylocke 
урач Psylocke 
Psylock-Psi Fighting Psylocke 

Psylocke—Thought Probe Psylocke 
Psylocke—Psychic Knife Psylocke 
Psylocke—Combat Prowess Psylocke 
Punisher Hero Cord Punisher 
Punisher Full Auto Punisher 


Punisher-Sriper Violator Chopper th Pop 
Purishet-Smoke Sereen Semi (de th UR 
Punisher-Seqet Weapon M B 55 
PunisherVendetta 19 ? 
Rhino Hero Cord ma zd қ 
сш Nocreous Containment Eh C 
pua Medel Senn 5618 Qa С 
pues йв Gh С 
Rhino-Pinball Blow th 
ee Neutralize т 0 
Rogue Hero Cord 5505 t 
Rogue-Mutagenic Doin EUR 5 
Rogue-Power Tronsfer his к 
Rogue=Sky Soar Soon Enhancement Я 
Rogue—Intercept Attack 096 10 
[кес E) Bate Horse UR 

eloofh Hero Cord Med. SpawneLevel 4:6:8:9 UR 
Sobretooth-Bloodlust Spawn UR 
Sobretooth—Danger Scent [rere 5 
Sobretooth—Blood Hunt Dork Brody Guy UR 
Sobretooth—Healing Foctor Rogue Myris Pop 
Sabretooth—Widcot Attack Rogue Angel t 


Silver Surfer Hero Cord 
Silver Sufer-Fore Shield 


SESRESESSSSESSSESSEEESEZSZET 


Boomer Pop 
Silver Surfer-Energy Projection (бил Metabusa Pop 
Silver Sale hai Ішін [vj dere m % 
Silver Sufer-Power Cosmic. SoutScoper = 
SpiderMan Hero Cord ke Shrimp. 5 
Ps nd Agility Meto Squid Н 
ҰАТ 
Spier u- eb Shield сыа M 
Spider Man-Spider Sense bep м 
Spider an—Wall Crawl — ue 3 R 
Spider Womon Hero Cord 5 fh C 
SpiderWomon-Psi Web fost Ack fh C 
Spider Woman—Web lines Toce hdd fh € 
SpiderWomon-Auchnophobio us Ede 
Spider WomanSpder Attock дэ н ық 
Spider Womon-Spider Strength tend bh Pop 
Storm Hero Cord 1 Bh hs 
Storm-Hutiane Winds 1555 Е = Е 
Storm-Emofiond Outburst bol Bh Pop 
Stom-Fight Fotol Stike Eh № 
Eug Elemental Power dem 10 № 
in lightnir қ 
Бола шей ан 
lin 
Thing-Rock Skin ЕА ih C 
Thíng-Temper Tantrum ыл, ad p 8 
Led Time pos] Amor Eh Ш 
Tor Hero d ie Wontar [4 Bow 
шынды ышы VENTURES ak fh р 
Thor-God of Thunder Age of Apocalypse Sibling oly ы м 
Techn sets 1 Cosmico Angela 8 H 
Sic Uru Mat Apocalypse 
Venom Ho ad Aga of be! oni W 1 
Venom-Rompoge. Age of Apocalypse 5 Spawn Шат ZI 
Venom-Ponic Attock Age of Apocalypse 6 Cope Attock a I 
Venom-Symbiotic Snore Ne Ды 7 Dine Intervention m 5 
Venom-Alen Webbing Annihilation Ati 1 мж fh R 
Venom-Greepy Crowler Annihilation Alfoi 2 Blood vg m ot 
Wor Machine Hero Crd Annbltion Afi 3 Erb m or 
jor Madine-Borte Computer Annihilation Mi 4 x ЕТ 
Wor Hodine-Enery Shield Annihilation бо 5 1. — CAEN: 
Wor Machine—Guided Missle Arihicton Afar 6 edid bh ot 
Wor Machine-Unleash Arsenal Aeneon Mi 7 [етп М 3 
Wor Mochine-Hidden Weapon какан Bystanders x x 
Wolverine Hero Cord Te Раг im (< 
ас ке ы t 
olverine—Fihtng Instinct ü 
Wate Mort — г. 
ime : — с. 
- on Ini del кой Булт в ¢ 
as H 
E 2 Wreck Havok M C 
Energy 3 Torment ће Living E t 
ER ER P | 
pas [o ерле M t 
pu De Dem fen bon а м 
25 xj Em Bi! 
ч Stver Ser [rw wh c 
Fighting 3 I ( а 
Fighting 4 Thanos Nasva е Eh 
Fighting 5 ооу (Gliding Flesh f № 
Fighting 6 Venom = Protected Sess a ¢ т 
Fighting 7 Demogobin [^^ fh в 
12255 5 (orien Төзімді h т 
MuliPower 1 Lac Decovery Amory Юю ct 
proe — n | 
MotPoss 4 


THE GATHERING 
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What you need to know about the InQuest MAGIC Players Guide 


The /nQuest Players Guide is meant to serve as an aid 
in playing collectible card games. Every month you'll 


find the most extensive card descriptions for Magic: 
The Gathering available, along with one other 
collectible card game in the Players Guide Spotlight. 


SAMPLE LISTING 


Book of Rox пй = Si ШЖ 
2: Sette 2 sto drow | cord. 
Bote of Sleiman ЖІ R eee JN 4 MÀ 


1: Flip а coin. If opponent wins, do 5 damage to you and discord 
шт Otharwisa, immediately replace Bottle of 
Shine vibe Dim н, ib 05/5 tng ced cc, 
© Bronze Table! • Wa 6 ААН 
Peete aam db d men E cd s 
pos from game (play cs on interrupt). You now own targat card, 
cand your opponent now owns Bronze Tablet. Exchange is permanent. 
Opponent may counter Bronze Tablet by soaifidng 10 life. Bronza 


Tablet enters ploy tapped. 

© Candelabra of Townes ART R essee DSh 1 ю 
Y: Untop Y seperate 

Celestial Prism ART U eee е З ABURATH 
нн кене икен arupi). 

• Chaos Ort өш» d 2 ABU 


1; n If it rotates 360 degrees, ony 


74 ors r 


к. Bottle of Suleiman is a rare artifact, it has a three power rating, and it 


ee 


RARITY 


InQuest is proud to present 
у се T ا‎ ano-mess, no-fuss guide 
Tei же n] to card rarity. Forget about 
2, T: Randomly discard ао rarity ratings like U3, C1 or 
pesi " R2-D2; in this price guide, 
ALLL cards are either common, 
dm 4 uncommon, or rare. 
atocked, ‘pt at dal Guess what? We've got a 
creature, real simple abbreviation 
Ean system for those words— 
check it out below. 
кшш pees c Common 
from game when itis ez Everybody's got these. They're the 


was painted by Jesper Myrfors. Its casting cost is four mano; it’s 


available in Arabian Nights and Revised. Flip a coin and, if the coin 


ends up in your favor, you get a 5/5 flying artifact creature; 


otherwise, you take 5 damage. How do we know all that? Because our 


cards you get by the fistful when you 
buy packs. Good stuff, but not very 
expenive. 


u Uncommon 
These are a little difficult to come by. 
You usually get a couple of these per 
pack, and depending on how useful 
they are in game play, some carry 
heavier price tags than others. 


Lord Cthulhu told us. No, no, just kidding. We know all that cool stuff 


because we've read all the cool reference charts listed below. Cthulhu ы 


had next to nothing to do with il. 


SHAMS ne 


| <= 


** 


Whoa momma! You only usually get 
one of these per pack, and some of 
the price tags attached to these babies 
make Donald Trump say “Wow.” 


Cord Nome. 


Kind. Summon Faerie means the Brownie is 
a creature of “the genus Faerie.” 


Description. The description of exactly what the card 
can do. 


— Flavor Text. A funny or informative quote, usually 


historical in nature. 


— (Casting Cost. Mr. Brownie costs one green and one 


D 
E — Arist. 
F 
G 


other mana to summon into play. 


— pram, Symbol. This tells you what set the cards 


belongs to; in the Brownie's case, the column symbol 
means he is from the Legends set. 


Power/Toughness. Only present for creatures. 


POWER 
RATINGS 


The. Best. These 
cards should fit nicely into most 
decks. Frequently gamèbreakers, 6 
often worth finding a Way lo include 
five-star cards. 


esee Excellent. These are 
cards that go into winning decks. 
They're not always worth going out 
of your way to accommodate, but if 
the color is right, these cards should 
find а place in most decks, 


eee Average. These cards 
generally round out a well-tuned 
deck. Many cards in this category 
complement variety of other cards 
that may be in your deck. Which 
cards you use from this category 
depend largely on what your deck 
concept is, ond whether or not they 
complement the four- and five-star 
cards your deck contains, 


** Poor. This category includes 
many common creatures and spells 
that are often passed over in favor of 
more powerful cards with similar 
casting costs. It also includes cards 
that may seem powerful at first 
glance, but are actually discarded 
more often than played. 


“Тһе Worst. There are 
three basic types of cards in this 
category. The first are those that can 
duplicate the abilities of another 
card, but at a higher casting cost or 
other demand on the caster. The 
second includes spells whose uses are 
very obscure. There may be an 
average card combination that 
includes these cards, but they are 
often too difficult to execute in order 
to be worth your while. Finally, there 
are cards that seem to be “fillers.” 
They offen leave players wondering 
if there is a good use for such cards. 
Usually, there isn't. 


— inapplicable. these 
cards are basic resources. You can't 
win а game playing only these cards, 
but you can't win without ‘em, either. 


ARTIST CARD TYPES SET 

ABBREVIATIONS | | Иш ачыг? ABBREVIATIONS 

The following is a li 5 

a eret Bat of n im Upkeep Ж Alpha Limited 

ч Enchant Artifact Antiquities 

Alexander, Rob MI К Enchant Creature AN Arabian Nights 

Asplund-Faith, Randy RAF Е Enchant Enchantment B Bela limited 

Вогоћ, Julie ЈВа H Enchant Lond DK The Dark 

Beard, Edward Jr. Не 10 Шой FE Fallen Empires 

Benson, Melissa MBe Enchant World 4th Fourth Editi 

Bishop, Kristen KBi NS Instant А ke Age sni 

Brackschmidt, Kev KBr Wr Interrupt 16 Legends 

Brudi, Cornelius Br un lond R Revised 

Buck, Catherine (Bu 5 Summon Creature у Unlimited 

Danforth, Liz Ша SOR Sorcery 

Detwiler, ке DDe 

cm ta „ SPOTLIGHT: 

Ernest, James JEr m 

Everingham, Sondra SEv 

Foglio, Која KFo qr \ — 

Foglio, Phil Ро 

Frazier, Dan OFr 

Gallegos, Randy Ёба 

Gelon, Daniel DGe 

Hampton, Justin JHo 

Hoover, Quinton Оно 

Hudson, Heather tiv ^ SHADOWFIST > 
іне, Fy " m CARD DESCRIPTION This month we give you all the in-depth info for the rip-roaring, high- 
1 155 8з ың fin: te Card Name: Believe it or not, this is where flying, cheesy martial arts game Shadowfist. In the game of 

Шү 1155 ] 10 in Gis ronal te CT. V Shadowfist, players control charcters of various factions who are trying 
Kirschner, Scot SKi беа es 8 555 лалы ы to control the world's feng shui ites (places of mystical power). You 
Leonard, Nicola Me they're listed here, 2 can play your own feng shui sites, but sooner or later, you'll have to 
Maddocks, Anson Ша, С. Flavor Text: In game terms this ie dec, take one from someone else, and don't think they're gonna let you 
5 Ві 11 5 textis earings; (But alot of them grab it without а fight. And watch out who you send in for combat 

ill, Harol с | are funny t ) 3 % 
115 Jeff A. Me | D. cites 18 e Your characters could get smoked, or even worse, toasted. That's right, 
Meyer, Ken Jr. KMe for putting cards into play, while numbers when it comes to cheese, this game has it all-everything from gun- 
ye ig g from g 
51 4 Do 5 ат of power you have to spend toting karate street punks to kick-ass Confucian monks to mad 
ors, у x scientists from the future. Don't say we didn't warn you. 
Orgon-Kean, Margaret MOK | Е. Artist: The swell guy or gal who has graced j 3 
mpa uswith the card's lovely picture. 

Е MRa Fe Resources: If ihe card provides you with ony 

Rush, Christopher (Ru 15 Hey om 1 

Rusu, Andi Ato [uuu р 
Shule, Dous E G. Fight Sore The cabal valve ofo 

noddy, ter. This is how much damage it deals and 
Spencer, Ron RSP can suck up before it dies. 
Tedin, Ке 1 Hn H. Power: jos of power a site 

„ Né Ne jenerates ot jinni 

шен m Lm pru ШЕ EIS 
Thompson, Ruth [i] listed under this in the players guide. 
Tucker, Drew DTu . Body: The amount of damage a site con foke 
Van Camp, Susan SVC before it is crushed. 
Venters, Pete pye J. Type: Some sites are sites, others ore feng 
Wackwitz, Bryon BWo  shuisites, and still others are something else. 
Wainerstrand, Tom тма . Subtitle: Amore general description ofthe 
Waters, Anthony ‘AWa Character. Some cards refer to specific subtitles. 
Weber, Amy ‘AWe L Category: This tells you if a cord is on Event, 
Whelan, Michael MWe ШЕШ оше: 
Wiliams, LA- Wi А 
Willich, Domeon DWi 


Әсет: ве are = 89 


. 


Vand oy Roing Nist Cot  Sebfond 


Aeolipile ART Reo ННІ Е 
1, T: Socrfice Aeolipile to decl 2 damage to ony torget. 

Alabora's Carpet ART R eeo |5 6 
5, T: Prevent oll damoge done to you by ottocking 

Мові Lamp АТ U eee Mie 10 
X, T; Insteod of usual draw, draw X cords but toke only one into 
hond. Shuffle the leftovers ond put them ot bottom of library. 


Aladdin's Ring ART 09 ft B ANRATH 
8, T: Do 4 damage to ony torget. 
Mchor's Tomb ART Ree HM 4 5 
2,7; Change the color of of et pemanen you control. 
Amulet of Kroog Ce MOK 2 AQATH 
2,1; Prevent 1 pal: ч ‘ony. I 
as Ankh of Mishra ART Ree — AWe 2 АВАН 
Do 2 domage to ony player “ puts 0 new lond һа play. 
[9] HS of the Ancients АЯТ Wo 16, CH 
182 oll m when жы Legends do 3 untop normally 
H Pees bee loc MT Ue Меб МААН: 
v Add counter during upkeep. At he end of your upkeep, do 1 domage È 
for each counter on Clock. Anyone may spend 4 during any upkeep 
to remove o counter, H 
4 Ashnod’s Altor MI Uee Мо 3 40, CH 
0: Sacrifice one of your creatures in play to odd 2 to your mona pool 
(play as on interrupt), 
Ashnod’s Battle Gear ART U ee МР 2 40, 4TH = 
2: Make one of your creatures «2/2 for as js Ashnod's Bate H 
Gear is topped. You may choose to leave fs Battle 
Geor topped. i 
Ashnod’s Transmogrant ART U eee Mle | 0. CH = 
Moke torget norrortifoct creature оп arfifoct creoture with +1/+1 (it = 
retains its original color as well). Discord Ashnod's Tronsmogront after = 
it has been used. H 
Balm of Restoration ART Ree = MOK 2 fE 
1, T: Sacrifice Balm of Restoration to toke 2 life or prevent up to 2 
damage to ony torget, H 
Ване Cage R seve TW 4 OCH i 
3: Target creature does not untop as usual іп its controllers next i 
untop phase. 
Bosolt Monolith AT U ese JM 3 ABUR 
T: Add 3 to your mana pool. ae i 
Battering Rom M Сс» Ше? AQATH = 
Bonds when attacking. Battering Rom ipi] ‘omy woll blocking it, 
but walls deol their domoge before dying. 1/7 1 
© Black Lotus. ART R өөөөө 4 0 Аш: 
T.: Discard to odd 3 mana of ony single color to your mona pool: 
Block Mana Battery АТ R eee AM 4 1647 £ 
2, T: Add о counter to Block Mona Battery, T: Add В to your mana 
0 pool. Remove as many counters as you wish, odd B for eoch counter 
removed (play os on interrupt) F 
Pe Dusch Vise ART U өөө Rh | ABURAM È 
85 damage for eoch cord over four opponent hos in hand dung 
E er Вау ART R eee AWe 4 1647 : 
4 2, Т: Add o counter to Blue Mana Battery. T; Add U to your mono 
pool, Remove as mony counters as you wish, odd U for eoch counter 
- removed (play оз on 7000 
Bone Flute Gu 2 DK 
= T. Give oll creatures vl фра 
Book of Rass ART Sh 6 DK, CH 
* 2: Sacrifice 2 Ме to draw 1 — 
Bottle of Suleiman ART R eee % 4 
= 1: Fip o con. Hopson E dg os cd 
Bottle of Suleiman. Otherwise, immediately reploce Bottle of 
$ Simon wih a Bim fokan, wuts 5/5 cortfoct dr | 
Brass Mon. — s WRATH È 
Poy 1 during upkeep 9 12 М 
келік teduc e Hone by pet ee 
n Reduce to. ue torgeting 
it whenever you contol ол additional creche 
* Bronze Tablet MT Re We 6 МАТН 


4: Torget on opponent's cord in play; remove target ond Bronze 
Toblet from gome (play cs on interrupt). You now own target cord, 
ond your opponent now owns Bronze Tablet, Exchange is 
Opponent may counter Bronze Tablet by sacrificing 10 Ме. Bronze 
Toblet entes 


ee fovea MT R eese DSh 1 ш: 


| X: nto X seporche lands. 


| е} 
| 30 ‚2 Ж nk ae 


$ Celestial Prism ARD U өөө AWe 3 


2 Colossus of Sardio 


ДЕ Lain даа d omy сіх Шу кю ын), 
= Chaos Orb AT 

* fip om height de ul ІНІ rototes 360 degrees, ony 
ord Choos Orb lands on or touches is removed from ploy. 


Gay ina Bottle MT Re Du 2 
fon d es кісі fas ү. pev ne eat Fo 
being put into ploy. 

Cy Statue AC Cem My 4 Am 
2: Regenerates. 3/1. 


Ree RAF 5 A0, 
Flying. Put four +1/+0 counters on Clockwork Avion. Whenever. 
Avian attocks or blocks, discord o counter. During his or her upkeep, 
ena purchase lost counters for 1 per counter, which tops 
Avion, 0/4. 


= 
= 
5 
e 
2 
= 
5 


Clockwork Beast MC Re Du 6 
Put7 +1/+0 counters on Beast when cast. Discard o counter after 
Beast attacks or blocks. During upkeep controler may pay 1 ond top 
|н regoin a lost 7 0/4 


Ue Qu 5 Ok 


3: Sorta elon ей RAR o rami pod /3, 


Trompie. (tg күре үн A O 
ray spend а yos upkeep tt Colosas 9/9. 


— Po 2 fe 
еге ык» к Ploce ony single cord 
rom your hand back on top of your 

Conservator М Ше e ABURATH 
З. T. Nepata be lass ofu 2e 

ART U «e AWe 2 ABU 


Al players tke 1 their (е 
i rete domoge during their upkeep os long os Copper 


Coral Helm MI Reo Meg mam £ 


wi ы ol а Whenever you use‏ ا 
this ойу, rondomly discord a cord from your hond. Coral Helm.‏ 
Lo pala dip Cati h о‏ 

ART U oe Мет 

1 Tas) ela ebe le Con only give 1 Ие for eoch 


time o bie spall is cast. 
Rock MI Ue Rh 4 MAW £ 
Opponent most discard to 4 cords during discord phase- 


ABUR ATH 
е“ Mie 2 ABU 


1 Dingus Egg 


1 Fellwar Stone 


ABURA È 


R өөө Jy 9 жан: 


ABURATH = 


Nome Ші kam fang Мы Cost Leg Found 
es 
lopean Tomb ART R oso Мо 0 ABU 
2: Tum a lond into a basic swamp. If Cy Tomb leaves play, 
each subsequent turn one land transformed by Cydopeon Tomb 
retums to normal. 

оппо Scimitar AC Ree М040 ANRATH 
Flying. 1/5. 

Dark Sphere ART U eee Mie 0 Ok 
T: Soaifice Sphere to Ei If d ی‎ vou bo 
single source, ead ies 

Delif’s Cone ИТ (жн Me 0 FE 


T: Sodifice Delif's Cone. If torget creature. m control attacks ond 

isn't blocked, you may take its power in life. If so, it deals no 

ботоде to opponent this turn. 

Delif’s Cube ART R eee |е 0 FE 

L T: If forget creature you control attacks ond isn’t blocked, it deals 
1o opponent this tum; instead put o cube counter on 


Poy 2 ond remove а cube counter to regenerate а 
meee 
Diabolic Machine AK Ue 407 DEATH 
3: Regenerctes 4/4. 


it AT Ree Of 4 АҚАН 
FF to thot ployer for 
each lost 


Disrupting Scepter AM Ree DR 3 ABU RAT 

aay ыы mst dans d cio Con of eee 
during tun of controller. 

Drain x ART Re В 2 


2, T: Randomly discord o cord fom your hand to regenerate 
forget creature, 


i Drogon Engine AC Сее МЗ ANRA 
eee A 
wen Horse MIRO M3 Mp 


2: Untop one of your attacking creatures, Treat torget as if it 
ойо, except hal defenders assigned to block it moy not бо 


Aoro aa. 
ART Roo Ко 2 
a И ойе Elven Lyre to moke o torget creature +2/+2 until d. 
mim ART U eee MMe 1 


0: Reshufle your groveyord into your ibrory. Remove Feldon's 1200 
from gome when it is used, returning it to its owner's deck after th 


gome is over. 

ART U eese de : pum 
T Produce 1 mano of ony color that opponent's lands may produca 
еер, 

ART R ee Mie 4 
cU l torget is 
бореа hg Cope 


ANR ATH 


i Forcefield R өөөөө Шы 3 


1: An unblocked creature Pes only 1 domoge, This effect con ga 
used ogoinst multiple creatures. 
Forethought Amulet АЕТ R eee МВ 5 5 
Poy 1 during upkeep or destroy Forethought Amulet. Prevent ol 
over 2 done to you by û sorcery or instant, 


| Feat of Youth RI Um Ке 0 11 05 
HEAT j 
i mE ARDOR өөө» (Ru 4 vr 
1 Alcs produce on ern mor. буе dco р, 


È Gounilets of choos ART. R eese [Н 5 


асбе бол of Choos to toke control of a lond, creat, 5, cH 
arfifoct. The 1 0 former controller Aui then control опе M ЕШ 


permonents of the some type. Control of these permanents 
$ меп е gome ends. Beso aim 9 pod 
1 Glasses of Urea — Т 
$ Telok opponens hond. No, is cos! e 10 н 
ian S A Re 


4 
Pom Uem eis dm on Shox, from ga 
( И] 


Green Mana Batt ese (hu 
Pel ad Geen Ma ate oy 16,474 


li LY 
55 Creo Go Wag en, 2/1 bo RA 


Horn of Def 
“эт. кта ird at ы, 16, сн 
„ерт 


55 T: Top one land, creature, or ortifoct. No effects ore дее ABU 


= 

"anm 
n de 1e for en nd pel сі. ойде is m 
fime o red spell is cast. 


dtr ant West Lans s s aan anl om dita m min E tû n s 


Nome Kind Roity Roing Arist Cost Ses Found 


бөсіп 
Ше Mol ABURATH 


Ivory AT 
i: Tie 1 life for опу white spell cast. Con only give 1 Ме for eoch 
time o white spell is cost. 
ART 


«огу Tower U eee NOKI ОРАН 3, E Redirect oll бері dene to you by one source to torget 
Toke | life for each card over four you have in hand during upkeep. creature of opponent’s choice. 

Jade Monolith - ART Roe Alo 4 АВААТ : Obelisk of Undoir AT Ree Mi | 10, : 
1: Toke oll damage done to ony creature on yourself instead. 6: Toke any of your permanents in play back to your hond, discarding 

Jode Statue RT U өөө» [Н 4 AB enchantments on such cor 
Ж m Jode Statue о 3/6 artifact creature that may only attack 10 Golem A U eee JM, 6 ABURATH 
or block. 4/6. 

Jolum Tome MI Re П03 M, Onulet e М3 ЮАН 
2: Draw o cord from your library ond discard о card of your choosing If Onulet is ploced in rine its controller tokes 2 He. 2/2. Н 
to your graveyard. белік e > MeO ARAH 

Jondor's Ring AT Ree ft 6 ті: 2. 

2, T: Discord a cod you just crew, ond drow another to reploceit. — Planar eh ARD Roe e 6 5 

Jondor's Saddlebags АТ R еее DWi 2 ANRATH £ Pay 2 colorless mono less when casting o summon spell. 

3, T: Untop o ceoture, Í Primal Cay (C Ue io 6 

Joyemdoe Tome ART R өөө» Mle 4 ABURATH When cost, choose whether to moke Primal Cloy a 1/6 m y 
4, T: Drow 1 extra cord, i goa cn, "ию 

Jeweled Bird AT Re Mel AC £ Pyramids Roe Meb М 
T: Exchange Bird for your ante, уы m T WE femi hd ержан. 2: Remove on enchantment 

Juggernaut КО өөө from a ond. 

Must attack each tum if possible. Ca ately vols a Rock, The MI у» Rh 1 ARAM 

Knowledge Vault MT Re AWe 4 16 Do 1 domage for each cord under three opponent hos in hond 
2, T: Роке a cod from your library under Knowledge Voult without upkeep. 


looking at it, Socii Vout discord you ente hand, replacing it 


withthe cords under Knowledge Vol 

Kormus Bell RI Ree (Ru 4 ABURAM È 
Treat al swomps in ЕД име att ped i 

Kry Shield Rh 2 


2,1: Give torget D 5 hi ч ‘until end of tum, © 

Ш Xis he torger’s кый oa Torget deols no. AA is tum, 

1 Leng U eee D | Al 

А ip yu discord EAT Т, forced to discord, you con. choose to 
discord to the top of your ibrary rather thon your graveyerd. If 

Á 1 50 is random, look at cord before deciding 977 to кн 


Ше Chisel ART U өө» ANo 4 
During your upkeep, socrifice о creature you control to toke life d 
10 ceature’s toughness. 

life Matrix. ART R «өөө AWe 4 16 
4, T: Put o counter on torget creature during upkeep. Remove counter 
^o regenerate creature, 
ing Armor ART U eee Aod DK, CH 
to bes to put a +0/+X counter on о target creature, 

the cr ting cost. 

weg MHC ee Mad ABUR 
ount 05 о wall, Н 

Mana Matrix | шыр pia Me 6 16 
Poy 2 colorless mana less than costing cost of instant, inept, 
ot enchantment, 

Mana Crypt ART R eee Ме 0 BOOK 


1:2 colorless толо. Every len fip o coin opponent cal ithe 


cds cone k 
Mena Vea ee s M ТУЯ 


bes 3 to your mano pool (play as on iem daa 
damos lo yos i ronas pp datg Гир, 
Morble Priest tio 


М м. ‘ble to block po Priest must ^ 5 T Priest tokes 
по damage in combat fom walls, 3/3. 


Meekstone ART R oeeo Olo 1  ABURATH 
Joy creature with power greater thon 2 moy not be untopped os 
pamal dung the untop phase 

кои шие Ре 4 № 

Шү Ny 

Hilbtone LUE DLE A0. лде ЛІ 
TT tl he o cod ome pnt ond p b 
in torget player's graveyard 

= Mirror Universe ART R өөө Pho 6 16 

Т. Socifice io Universe dur ер to rade life points 


Iniverse comes 
нна сте ed ree 


AWe 7 ABURAM 

dans кшй | ad fon your hond during upkeep or Маз Wor 

E "dI rp A 
[17 

Es Tumors R osseo Dft 0 ABU 
to 

К ү icd D ABU 

to your 
“нашу ee . 0 ABU 
TE Add R to your mana pool 
2 T Ree Of 0 Agu 
T: Add U to your mona род. * 
5 


ЫБ as o woll. 0: бос iren you good wd nce 
m the gome. e coumtas on Метро, vie 


Heats г [y 
weird t nae M, ABURATH 


Destroy all crearse ‘ond ortfocts in ploy, 
reg flere iamen oa Өй 


M 


e — 


ATH = 


Nome Іні Rory ее Mist (ost Les Found 
(222 


North Stor ART Re dod 
4, T: You may cast one spell this tum using mono of ony color. 
Nova Pentode MI Ree Rh 4 


ERHNAM DJINN 


Rokalite AT у» (Ru 6 
2: Prevent | damoge 10 ony torget. Rokolite returns to owner's hond 
when used. 


Red Mana Battery. ART R ee Mie 4 
2.1; Add a centro Red Mona Beton Т. Mi Ro your mona 
pool. Remove cs mony counters as you wish, odd R for eoch counter 
removed (play as on interrupt) 

Reflecting Mirror Am ee 
X, T Redirect spell torgeting you to player of your choice (play оз on 
intem) ХБ No es a oig cost of ори өй 

Relic Barrier MT Uee M2 в 
T. Top torget ortfoct. 

Ring of immortals MD Re MBe 5 16 
3, T: Counter interrupt or enchantment torgeting o permanent you 
control (play as on interrupt). 


ul МІ R oeoo DR 5 № 
Ring of Mato Me oleo cord оп оле бе gome 
лшы, MTR е DSh 5 н 
5 T Rondomly discord o cod from you hand to drow two cords: 
Rocket Louncher U eee Ре 4 10, 


1 demage to ony forget. Iit is used, Rocket Louncher is 
Sede ol n Ha ache of ol be a ud t 


“ет U eee (Ru 4 ABURATH 
„ рп - Өлік DE H 
3 Gm ne a cene екон im pre f 
it des before he hum ends. Destroy Runesword if torpe! creatura 
r ИП eee D З ABURATH 
сий S t 


Ge duck o о creature until end of tum. Н torget reor Б 
dered ed dum. 3n Sondas of lh 


U eee 


go canines 


ЕТ к 


і Serpent Generator ART 


i Stoff of Zegon 


AQ, CH : 


Mo 4 ж: 
1 e Sword of ihe Ages АТ 


None [I NICHE 
бюл 


Ree RAF 4 16, 01 
*z] when cast. When blocking, you may make * equal 1 + the 
power of ће creature Sentinel blocks. When attacking, you may 
moke * equal 1 + ће power of creature blocking Sentinel, 1/7. 

R oeeo Mie 6 [AC 
4, T: Put o Poison Snake token, which is o 1/1 ortifoct crectute, in 
ploy. If Poison Snoke damages opponent, opponent gets 1 poison 
counter Opponent loses gome f he or she ever has 10 or more 
poison counters 


Shopeshifter AC U ecce DR 6 AQ,4TH 
йы number from 0 to 6. Choose * when Shapeshifter is cost and 
4 . 

Skull of Orm Ok 
s T: Bring on. 5 cord from your. pesti into your hond. 
U өөөөө Me | ABUR 

Ё d 2 күшееді біт on interrupt). 

Soul Net eo DW ! 


1: Toke 1 кюе cx . 

sd 1 He for ms jee 0 Fld. is ploced in the bo 
e Sá 3 

“7 T: Moke torget P n as long as Spirit Shield is un 

You may leave Spirit Shield topped during your untap phase. 

RI Ce MPo 4 A 

3: Moke qe 2% until end of tum. Creatures with power 

less than 1 deal no damage. 


SCARWOOD HAG 


Standing Stones AT Ue Sty 3 DK 
1, Т: Sacrifice 1 LARN F 


È stone Calendar 
1G,4TH = 
iso 


Your spells cost 1 less т im casing cs enol go below O. 
Ru 


Win Sec peta parr sere us Acs 
Sunglasses of Urza МТ Ree Dr 3 — ABURAm 

You plins may qne eer o lit or red mona 

ece (Ru 6 6 
Enters play tapped. T: бопе Sword of the Ages ond олу number of 
creatures to do damage to one target equal to combined amount of 
 Geoture's power. меселі ыы. сеомеу 


Toblet of Epityr ЖОС. ш) м 


only give 1 Me for each time on erect Б placed in the groveyord. 

Tewnos's Coffin MT — (hy 4 м 
3, T: Toke c селе out of ploy, Торе is considered out of ploy for 
сз long os Coffin remains tapped. f Coffin is untapped or removed, 
rectore returns fo ploy topped. You may choose not o leave 
Coffin topped 

Townos's Wond MI Ue Oha MAH 
2 Маз кері сколи Wih poer no er thon eee 
exept 3 creates ui end of tum. Torget’s be 
increased cfr defense 5 chosen A 

Townos's Weaponry АП U eee (н 2 
2; Tangat creature gets . J. 1 as long os Townes’s Weaponry 
reman: topped You may choose not fo untap Townos's Weopony 
deng untop phase 

Tetrovus A Reo Mie 6 ІШІ 
Ten Give Тетте three . /. J counters when cast. In your 
5 

axe off of Te оте 

ӘНЕС creatures that, when killed, ore removed from play 
The counters may not be targeted by enchontments castor share 
eachaniments on Tetons. 1/1 

Throne of Bone ARD Ше АТ ABURATH 
1: Toke 1 Ме coch time a block spell ès cost, Con only give Î He for 
‘each time o block spell Б cost. 


АТН 


91 


с 


— 


r sse wm тыт» 


S r SS E & 1 


ARTIFACTS/BLACK 


[IT ht Cot Sets fart 


Time Vault ART R eee Mie 2 ABU 
T: Toke on extra turn. Comes into ploy topped, and may only be 
untapped if controller forfeits о tum. 

Топтой Crypt ART U oeoo (Ru 0 OK, CH 
T: Sacrifice Tormod's Crypt to remove oll cards within target ployer's 
‘graveyard from the gome. 

Tower of Coireall AT Uee Dr 2 ж 
T: Моке torget creature unblockable Бу wolls until end of tum. 

Triassic Egg WT OR өө ft 4 16, CH 
3, T: Put o counter on Triassic Egg. When there ore 2 counters on 
Triassic Egg, socrifie it to put ony creature in hond or 
directly in play. Treat this creature as if just summor 


RABID WOMBAT 


Triskelion AC R eve DSh 6 A0,4TH 
Give Triskelion three +1/+1 counters when cast, Discord o +1/+1 
counter to do 1 damage fo ony target. 1/1 

ш Қамы R өөө Ae ba 

‘Avenger loses -1,/-1 ond you may give it either fying, bonding, 
first strike, or tromple until end of tum. Attribute losses ond ability 
goins ore cumulative. 4/4, 

Urzo's Chalice AT Cee Іні № 
1: Toke 1 Ife for ony ortifoct cast, Con only give 1 Ме for eoch time 
on orffoct is cost. 

Urza's Miter MI Ro ЮЕ 3 
J. Drow one card from your library whenever one of your ortifocts 
ges to the graveyard. You may only draw one cord per ortifoct 

estructio. Urza's Miter may not be used when you destroy on 


ойо! to goin benefits from onother card. 1 Block Knight U seee JMe ВВ ДВОРА £ 
Voodoo Doll ОШ ? К Sy 6 50 i 1 or on бай 2/2. E um i 
Put а counter on Vc 1 during upkeep. If Voodoo Doll is А АТН £ 
untopped at the end of ر ا‎ АЙ aes wont EH ES 
destroyed. X is e rarer of anter on Dol KT: bo батар 5 » Сее р BI Dam = 
fo one torget, 
Wall of Spears K Cee SW 3 жан = Bog Rots (зе рв DK CH 
First strike, Балара 2/3. i 5 ІЛ i 
Wand of А U eese Oko 4 ок i Bog Wraith эз (е We 83 ABURATH 
$T eed cord from torget player's hond. | : ,  Swonpwdk H 
Ves he carl o lond, th torget ployer must eer бойла Breeding Pit EN U esee Ao B3 "c 
soctice йе its costing cost. If the cord is a lond, the target Puto 0/1 Thrul token in ploy at the end of each of your tums. Poy 
player must either discord it or socifice 1 Не. Wand of ith may only Loss e шып і 
be used during controller's tum. Carrion. eese Rih B82 164TH : 
Wor Borge ART U өө» Wo 4 x 1 La N on 
3: Give torget creature londwolk until end of tum. Bury torget if ба N Roe нв ГЕ 


Wor Borge leaves play this tun. 
Weokstone ART 

М tod 

thon 1 dedi no 
White Mana Battery АТ 


U — 


creatures lose :/ O. Those creatures with power less 


64TH 
2, T: Add a counter to White Mona Battery, T: Add W ta your mana 


R өө dod 


pool. Remove os топу counters as you wish, odd W for eoch counter È 
нп H 


mayday os o пірі 


Winter Orb Reco Mie 2 
Fea os nl a де 
Wooden Sphere е Mel 


1 Te ea о prc Con only ўе 1 Me for 
each time o green spel as 

Үобоп Soldier C ese (hu 3 
ТА e дв ct vin il 14. 


ж Wis ces 


1 tif Possession A 
Do 2 domage to torget orfífoct's controller whenever forget orfifoct s 


мат: 


ur 


Wo 4 ш: 


аман { 


MATH 


Ноте Sets Found 


Des 


[I Ket Cost 


‘Abomination SC Ш «ee Ме BB3 164TH 
Green or white creatures blocking or blocked by Abomination ore 
dee cher combat. 2/6. 

EW Ree Pie B3 5 
bye mto ааа ін шей 


ӛліп vg 

All talows fe EN Ro (Ru BB2 5 
Put 2 counters on All Hollow's Eve when cast. Remove о counter 
during your upkeep. After ће last counter is removed, everyone 
tokes oll ceotures in their graveyords ond puts them directly into 
play. Treat them os if just summoned. 

Animate Dead К Ш әве Mo BI ABURATH 
Bring o песме from ony graveyard into роу on your side with -1 


power. 
‘Armor Thrull 5С C жне Mii B2 FE 
T: Sacrifice Armor Thrull to odd о +1 /+2 counter to torget creature. 

Artists: SU. IMe, RSp, PVe. 1/3. 


DIVINE TRANSFORMATION 


0 


Qu 82 № 


topped ог its activation cost is paid. Hos no effect when cast on o 
continuous orffoct. 
SOR U «ee Div BBI 


Bod Moon EN R eee My BI ABURATH i 
ELO ECHTE 

Banshee U ee — JMy BB2 к: 

Ni Banshee does dane, hoff to you (round up) ond half to H 

‘one torget (round down), 0/1 i 

SC Ce — Mii B "i 


12 ыны КН а сынын tits: КЮ, 
Pfo, RKF, CRu. 1/2. 


Except for the first cord drawn in drow phase, every player must 


discord o card in hand before drawing. A player without cords in hond i Guardian Beast 


must place top cord in library in graveyard instead of drowing. 


elyon Sword MI Rowe SK 3 Ei 
3, T: Make torget recte +2/+0 os long os Zelyon Sword is 
tapped. You may leave Zelyon Sword topped during your untop phase. 


OKATH £ 


Іше Kind Roity Roing Аб Cost Sets Found 
eum 

Cydopeon Mummy SC Ce — Be Bl 164TH 

Расе Илеу om qoe Ti pe Bau 2/. 

Dork Ritual INT С eesse у В ABURATH 
vl BBB to your pool ү m 

Dorkn С” Hik В 16 
Семе attack ond ыр as normal but deol no damage, 

» Dorkpadt SOR R eee» (Но BBB ABUR 


velis topmost undrown cord with either onte cord. 

harip sp i oe Mos ABURATH 
‘unter o green os on interrupt) 

ealhloce INT f eee б ЕТТІ 

Change the color of one cord being played or in play to block. 

Demonic Anome SOR R ee Пер ABUR 
Unless opponent concedes game, both players must draw on extra. 
onte cord. 

Demonic Hordes ini m 98 55 sh E ABUR 
Т: ое 8 upkeep or Hordes ore to "| 
1 chooses о land of yours to be destroyed, Ts 

Demonic Torment K Ue М0 lG 
ы o" deals no domoge during combat ond may not attack. 


Deni Так SOR U өөөө DSh BI ABUR 
Choose one cord from your library, then un your бот. 

Derelor SC Re а B3 
Your block spells cest on additional B. iil 

Drain Life SOR C «ee DSh BIX  ABUR4IH 
Do 1 dome to ony torget for each B spen above costing cot, 

Toke 1 lfe foreach domoge inficted. You cannot goin mare life 
from o creature thon its current toughness, 
кәделі. SC C eee SEv BI ABURATH 
(юшин 8c U — M қ 
Choose o creature in олу graveyard ond remove it from the gome, 
Untop Eater of the Deod. 3/4. 

Ebon Proetor SC R eee RAF B4 ғ 
Tromple, first strike. Put 0-2/2 counter on Ebon Prostor during 
upkeep. Sacrifice one creature during upkeep to remove ./ 
counter, adding o +1/+0 counter if o Thrull was socrificed, /3 

El-Hojjoj SC R eee DWi BBI ANRATH 
Goin 1 life for every d of 10 EHojjoj inflicts. 1/1, 


Erg Raiders Dii BI “ 
Lose 2 life at end of К г tg pm don't ottock, except in the 
tum when they're summoned. 2/3. 
Evil Eye Orms-By-Gore SC U ee Шу 
Your creatures % not attack, except for Мі DN ta Eye et 
Ж) 


be blocked by 
Evil Presence (i U өө S& В АШЫП 
атаса 
е када . 5 BBBI DCN 
controller’ upkeep, does to every opponent it has 
previously domoged. 2, 
È Fallen Angel K snes osh 883 


So а ede fog Flen Angel +2/+1 unt end f a CF 
3/3. 


i Fear E 
Only block or ortifoct creatures may block МН creature, 

1 Frankenstein's Monster SC R 9e Аа BBX x 

Toke X creatures from your graveyord ond remove them from the 

game when costing Frankenstein's Monster, or it is countered, For 

each creature removed from the game in this way, give Franken- 

{ gen s Monster o permanent 160 — +1/+1, ot 40/42. 0/1, 

1 Frozen Shade SC sh 82 ABU f 
B: 41/+1 unti end of um. on. 

Gote to Phyrexia EN U eee Siv BB. № 

Socikce one of your creatures during you upkeep to destroy ony one 


ortifoct. 
i Ghosts of ihe отпей SC C e Не BBI 6 
Т. кы сө O ИЕ 
i Giant Slug өө аў 5 
Feinde yee ye at VA. 
Gloom ee Dj B) Ai 
0/1 Mie sul d wins wet N cat 
require 3 extra mona. 
ҮТ. WS Ce SCB Б 


C oeoo Meo BB ABURATH 


Glyph of Doom 
H Cages te eon, 
2 Grave Robbers eee Оно BB) 
B, T: Choose. Mets aae cessi e went E 
e- Toke 2e. %% 
Gr R eee Po B3 шін 
б oven oo i 
SC R oeeo Kiha B3 


Тое, prevents the stealing, destruction, or enchontment of N, 


= Contrac from Below SOR R eeee DSh В ABUR + попсе йй. 2/4 
Decr or hond: drow стен ate cod йл seven сай Haren 0 С. mom AN, CH 
1 Cosmic Horror R eee Шу BBB3 {GAH Tor Pe Ops oe i 3/2 J 
Fis. Po ШЗ drog иярт Cond rs i ENNIO 10 
vns deed reel H Мы a ect comer «йым meia py! 
4 ко BB ANH i dee нал 
Vien ан алан yo 1/3. 1 Heodless Horseman SC C ee Oho 82 6 
Curse Artifoct А g Mie 887 ж: 2/2. 
re o pt ий st yg nay а Hell Swarm ws Се CuB 5 
lose 2 e. i Moke д qvae 1/0 ең ex dm 
ше a Uo MN EO АШАН È Hells д == - NIS 
Do | damage to controler of target lad during upkeep. 3 EES eue o puto бийле б үй POEM drach h 
5 1/1 


Wome Kind Ray Rating Мы (s Les for 
Ossciption 
Hellfire SOR R eeee [рї BBB2 6 


Destroy oll nonblock creatures. Hellfire does X+3 damage to you, 
where X is the number of creatures placed in the gaveyord. 


Horror of Horrors EN Ш жее |е B83 1 
Sacrifice а swomp to regenerate a block creature, 
Howl from Beyond INS (еее MPo BX 
Torget creature gains +X/+0 until end of tum. ABURATH 
Hymn lo Tourach SOR C «eee Mdi Е 


Тов hern хавос infond. s Ol, 


Hypnotic Specter SC Ш sees DSh BB] ABURSTH 
000 Opponent damaged by Specter must randomly. a P 
ют hand. 2/2 


cord 

Imprison E В see (Ry B 5 
T: Prevent torget ture from attacking, blocking, cr topping. (трт 
is destroyed if mona is not poid. 

Infernal Medusa SC U eee Mo BB3 16 


Destroy oll norrwall creatures blocking or blocked by Medusa. 2/4, 
экы бып 88 іш B 7%, 
: Add B to your mana pool (play as on interrupt). Bury Initiates of 
the Ebon Hand if more thon 3 is spent this way іп f 
x, Kfo, Hio. 1/1. ERU Г 
Inquisition SOR Се Шар OK 
Бал torget player's hond. Do 1 damage to for each white cord 
in hond, 


RECALL 


Jovial Evil SOR Re (Ru B2 [1 
Do 2 damage to opponent for each white creature opponent controls. 
Junun Efreet SC (| eee (Ru BB) 
Flying, Poy BB during upkeep or Junun Ehret is destroyed. 3/3. 
Juzam Djinn SC R өөө 
кыш! Me doing upkeep. 5/5. 
Mel hdi roke ot end of um for eoch cea tat wos 
ls destroyed. M" fun, ve 
E e tral -1/ until end of tum. Put a 0/-1 permanent 
counter on creatures or blocked by Werewolf. Lesser 
Werewol’s power may not be reduced below O using this obiity. 


w A ы ию 
Sacrifice oll your life. For each point of demoge you s 

permonent in ploy. For every point you goin, 
ser, emi a lose when you run au of cords nly when 


lid lows ploy. Н 
E rU 
alta ron d а Ce iW um: 
E TE EIS us E 
T e 
Vue ra vdd 12 . 
n d ee WARREN | 
Opponent must dk ee 
hond should be SEC Re Jy 865 16 
Denon, gs vien зің Hold Dena лү Ml Donen 
noa SC Ce Du B3 — Dum 


rk vel s oock ond ore rot octet, they qin +2/+0. 2/2. | 


NAT + 
Mie BB2 AN È Pestilence 


SC. R өөө Sh B2 тї 
i Phyrexian Gremlins SC 


U өө 0 B3 6: 


BU : і 
ШЫ; Pogue tats SC Coe Aa B2 ABURI È 
Power ond. Mes 


1 Priest of Yo x C 


іше [I NINE 
белйш 
1 Homeless Race S Re Qio B ok 


Trample. Socifice * Ме when casting Nomeless Race, where * is ot 
‘most the totol number of white cords oll your opponents have in play 
and in their graveyards. -/“. 

Necrite Mis BB) Е 


се 


/2. 

R eee (Ru ВВ ABURATH 
If three creotures ore obave Nether Shodow in graveyard, it con 
retum to play during controllers upkeep. Shadow con ottock the 
‘some tum os it enters or reenters ploy. 1/1. 

Nether Void EW В ее Hic B3 5 


1% 
Order ofthe Ebon Hand SC C esee Mui BB ft 
Protection from white. BB: +1/+0 until end of turn. В: First strike 

unti end of tum. Artists: Ие, CRu, бр. 2/1. 
bitte EN C sese DSh BBI Г] 


Ploce torget creature out of ploy. 


8 К Сее Ma B — ABURATH 
forget creature doesn't untop cs normal. Ces S controler moy 
spend 4 to untop during upkeep. Top forget creature when Poralyze 


Б cost. 
an Der ed ЖЫШ 
B: Do 1 damage to eoch creature iscord Pestilence 
FR 


Ty ent. son Gens enn pe et oan 
ot unio normaly controller's uni Ye 
doe u Gene) = 


Opponent loses gome f he or she ever has 10 oe more poison 
counters. 1/1. 


Mo Bl т 
Т: Socifce on artifact ond odd to your mana pool enough block. 


ast. 1/2. 
be weg ge юу d 
оле; wih энотриой may be blocked. 
Rog Mon SC Ё еее de, 882 шан 
688, T: Examine opponent's hond. Opponent must randomly discord 
о емле, f ony от in bond. 7/1 
- SO C ө» Шав дйн 
М a rt Бот yar тунун ш bani., m 
1 Royal Assassin E ni 
Tre peng y tappad oed He, Ws o ie or EN 
Sacrifice 4 M Ue в 
d 
Ws rere o ой o your moon od black mena eq LU 
thot aset s costing cost 
Es). Жее. Ay Rp ДИ 
ЖЕТЕКТІҢ 
те tun, o a counter for eoch oiber cct eed a 


the graveyard thot un Use a counter to regenerate Ghoul. 2/7. 


1 Tourach’s Chant N 


С өө» AWe B2 m: 


1 Pit Scorpion Ce Ski B2 6: 
$  Iffit Scorpion damages opponent, opponent gets 1 poison counter. — : 


Lu Кай Rz d Мыш Set Fd 


Seoson of the With EN Ree Ју BBB D: 
At the end of eoch player's tum, destroy all untapped creatures that 
could have attacked but did not. Socrifice 2 Не during your upkeep 
or Season of the Witch is destroyed. 

Sengir Vampire SC U eooo Allo BB3 АШАН 


Sewors of E NS Ree NBe 882 BOOK 
Нш! creature is attacking, it may not be blocked until end of tum. 
If torget dn is blocking, it neither deals damage to nor tokes 
ботоде from blocking creatures. 

Shimion Night Stalker SC U eee Пу 803 16, Ct 
Redirect oll domage done to you from o creature to Shimion Night 


Stolker instead. 4/4. 

Simulocrum INS U seee MPo BI ABURATH 
Retrooctively divert oll domage done to you this tum to one of your 
сете. 

Sinkhole SOR C ee S BB ABU 
Destroy a lend. 

Sorceress Queen SC R esoo Kfo BBI ОМАН 


T: Moke onother creature 0/2 until end of tum. Speci 
chorocteristics ond enchontments on creature ore not cffected. 1/1. 
Soul Exchange SOR U «eee AWo BB FE 
Remove o creature from the gome to put o creature from your 
graveyard in ploy os i just summoned. Add a +2/+2 counter fo this 


стеоће if o Thrull wos removed from the gome. 

Spirit Shackle K Ue He BB 164m 
Put a-0/2 counter on torget creature every time it tops. Counters 
temoin even Spit Shackle is removed. 

жы Det % Сее KMe B AN 

eid й С еее Me 5 
Do 2 damage to oll except E Caster tokes life points 
ботоде the S 

Prod — E S Ta е 882 16, CH 

Put 0.0/1 counter on forget creature during conrolers upkeep. f 


Creature goes to. | its controller chooses o new forget for 
Тілі ей lf no new torgets exist, Tokklemoggot permanently 
becomes on enchantment ond does | damage during upkeep to the 
controler ofthe last creature Tokklemoggot enchanted. 

[error INS С eee RSP BI ABURATH 

Bury torget creature. Cannot forget block or ortifoct creatures, 

Тий i SC R е. [бе B4 [4 

М st +1/+1. T: Toke control of torget Thrill When Тай 
pede control or leaves play, you lose control of 

Тай 


Champion, 2/2. 

Thrull Retainer к 09» RSp B FE 
Give forget creature +1/+1. Socifice Thrull Retainer to regenerate 
the creature it enchants. Age н 


Thrill Wizard S U — 
Bl: Counter torget block spell unless coster pays on oddiionol B or 
(play as on interrupt), 1/1. 
Cas INS U coe Ре 80 16 
Chonge the color of one or more torget creatures to black until end of 
tum. Choose which ond how many creatures ore forgeted. 
| ee RIF Bêl fe 
Do 3 domoge to олу player who puts о forest into ploy without 


fog o-1/- recur he controls. 
тауа coer nach he on à 


f ма. 
F 
seg m * 2 . ы! m DEATH 

i Ma e 7 6 
95 D в ABURI 
lag Ж Сое Me B 16419 
Tijg. B: Give Bots . / ib unt end of tum, Only BB moy bo spant 
b AM „ = m 5 
канкы 4 % Use Ао 82 ABURAm 
жамы хш» ты [3 


ш 6 


еләлетеа 


AGIC 


BLACK / B IU E 


Nome Kind ісін Ruling Мө Cost Sets Found 
Description 
Weakness К C ecce DSh BO ABURATH 


Torget creature loses 2/41. 
lh ide p sc 
Flying. B: Regenerates, 0/1. 


R өөө Jy В ABURATH 


Word of Binding SOR C eee р BBX DK ATH 
Top X creatures. 

Word of Command INS Re M BB ABU 
Examine opponent's hand. Play a sorcery or instant of your 
choosing from opponent's own cords in hand if you may do so 
legally using his or her available mana. 

Worms of the Earth EN Re Амо BBB2 OK 


No new land may be put into play. During ony upkeep, ony player 
тоу destroy Worms by sacrificing 2 lands or 5 Ие. 
Wretched, The SC Ree (Ru BB3 16, CH 
Ми combat, take control of oll creatures blocking The Wretched. 
You lose control of such creatures when The Wretched leaves play or 
yout control. 2/5. 
Xenic Poltergeist SC Ree [н BBI 
T: Tum torget non-creature ortifoct into on arfifoct creature with both 
power ond puters ‘equal fo its casting cost ond with its original 
bilities, This effect lasts until your next upkeep. 1/1. 
Yawgmoth Demon SC Ree Sty BB4 
Flying, first strike. During your upkeep, socifice one of your artifacts 
Yawgmoth Demon tops to do 2 domoge to you. 6/6. 


HELL'S CARETAKER 


Zombie Master SC Roe JMe BBI  ABURAM 
М zombies in play goin swompwolk ond may regenerate for B os 
long os Zombie Master remains in play. 2/3. 


Acid Roin SOR R eee Nih U3 16 
Destroy oll forests in play. 

Air Elemental С Ш esee Rh UUS  ABURAT 
Flying. 4/4. : 
veia SOR U eee  MPo UUUS ж 
amine torget res hond. Torget iscorts д and cords 
in 

© Ancestral Recall INS R еееге MPo U ABU 
Torget player must draw 3 cords. 

Animate Artifoct A Ш — DSh U3 ABURATH 


Does nof affect олі creatures. Torget artifoct becomes a 
creature with power ond toughness equaling its costing cost; forget 
tetains original dates 

Anti-Magic Aurn к 
Destroy oll enchontments on target creature, which сопло! be 
forgeted by any other instonts,sorceies, or enchontments 


Apprentice Wizord SC С eee Df W жан 
U, T; Add 3 to your mona pool (play os on interrupt). 0/1 

Azure Drake SC 1 Of U3 16, CH 
Firing. 2/4 

Backfire к Uee бай 16419 
For each point of done you toke from target creaturo, 
Bockfire does o point of damage to creature's controler, H 

Blue Elementol Blast Нм C eee Rh U — ABURAÁTH 
‘Counter c red spall being cast ог destroys о red cord in play. 


„ Q 


шат: 
ben 


ao ; 


C е DSh U2 6 


i көре 9 
g (ор torget untapped creature you control. Add colorless mano equal 


Nome Іші бобу Reg Мыз 5 юй Мше Md Ry Rating Mist (st Sets Found 
Desciption 

Boomerang INS С seee BSn UU 16,09 feedback EE Uee (Но 024.0, . f 
Return torget permanent to owner's hand. Do 1 domage to controller of torget enchantment during upkeep. 

© Broingeyser OR R еее Te UUX ABUR : Field of Dreams EW Ree Қо U G 
Torget player must draw X cords. The top card in every library plays face up. 

Brine Hog SC 0» Он W2 16 : Fishliver Oil Ec Се» Mo UI AN, CH 
If Brine Hog goes to the graveyard, oll creatures thot dect damoge to Give torget creature islondualk. 
Hog that turn become 0/2. 2/2. Flash Counter. ІІ C eee Hic UI 16 

one 5С U esee JB U3 ABUR Counter target interrupt or instant spell. 
Clone acquires oll characteristics, including color, of torget creature. Food NS Ce Wit 16, CH 


in play. Clone retains these chorateristics even if forge creature is 
destroyed. */*. 
Control Magic к 
Control target creature until enchontment is discarded or game ends. 
* Copy Artifact EN R eese AWe UI ABURATH 
Duplicate ony оййо in play. Treat duplicate as both enchontment 


ond ortfoct. 

Counterspell INT U eeeee MPo UU ABURATH 
Counter torget spell 05 it is being cost. 

Creature Bond К Сее Ао Ш ABURATI 


If torget creature goes to the graveyard, do domage equaling 
creature's toughness to ceature’s controller. 

Dance of Many EN Roese бу UU OK, CH 
When casting Dance of Many, choose o creature cord in play. Put o 
token creature in play ond treat it as if you have just summoned o 
duplicate of the target creature. If either the token or Donce of Many 
leaves play, both must be destroyed. Poy UU during upkeep or 
destroy Dance of Many. 

Dondan OCR Diu UU AN, CH 
Сопло! attack if opponent hos no islonds. Destroyed if you have no 


islonds, 4/1. 

р Spawn SC U see Ме UUUS Е 
Trample. Toke top 2 cards from your library ond put them in your 
graveyord during upkeep or destroy Deep Spawn. U: Deep Spawn 
may not be torget of spells or effects until end of tum. Top Deer 
Spawn if it was untapped. Do not untop Deep Spawn as n. 

during your next untop phase. 6/6. 


RUKH EGG 
2 Deep Water N Coe JMe UU Dk 
U: М mono producing lands under your control produce U until end of = 
tum insteod of their usual mona. 
ше 2 S С» iDo U2 5: 
/ 
Dranfna’s Restoration SOR C ee 4% U M: 


Toke os mony ortfocts as you ike from target player's groveyord ond 


U eevee DWi UU2 ABURATH : Flight 


2 Island Fish Josconius SC 


Destroy red permanent or return mountain fo owner's hand. Destroy 
enchantments on torget lond. 
! E 


E C oeeo Mo U — ABURATH 
Torget creature now hos flying. 

lood EN C DDe U жан 
UU: Top torget non-flying creature. 

ing Men SC Cem (Ru U т 
Syn. ІЛ. 

Force Spike М Сее Во U 16 
Counter target spell unless its caster spends 1 extra colorless топо. 

Gaseous Form K Сее Ро U2 1 
T ‘creature deols no damage in combat. 

Ex UR ES A eese TWä ШЫ? ШИШ 

jing. UUU: Regenerates. 2/4. 
Giont Shark SC Сее Wü US Ok 


When Giant Shark blocks or is blocked by о creature that hos been 
ботодей this tum, Giant Shark gets +2/+0 ond trample until end of 
turn. Giont Shark сопло! attack unless opponent controls on island. 
бөлі Shark is buried immediately whenever its controller controls по 


islands. 4/4, 

Giant Tortoise SC Ce Ko Ul AN ATH 
+0/+3 while untopped. 1/1 

Glyph of Delusion WS Ce svc U 16 


Put X counters on 1 ad creature blocked by torget wall, where X 
is the power of the blocked creature. Creature does not untop os 
normal while it has ony such counter on it, Remove o counter during 
 areature controller's upkeep. 
High Tide INS С eee Mdi U FE 
Al islonds produce on additional U until end of tvm. 
Artists: Mta, DTu, AWe. 

Homorid S Се Мй U2 Е 
Put о tide counter on Homarid when bringing it into play ond during 
upkeep. Homorid gets -1 /-1 if it has one tide counter ond +1/+1 
when it has three fide counters. Remove all counters when there are 
four tide counters on Homorid, Artists: QHo, HHu, MTe, BWo, 2/2. 

Homarid Shaman SC R eee — AWe Ш2 FE 
U: Top torget green creature. 2/1 

Homarid Spawning Bed EN (|) «eee DSh UU FE 
UU: Socrfice о blue creature to put X Сото, which ore. 1/1 blue 
Creatures, іп play, where X is the costing cost of the sacrificed creature. 

Homorid Warrior. SC Сее й U4 FE 
U: Homorid Warrior moy not be the target of spells or effects until 
end of tum, If Homorid Warrior is untapped, top it. Do not untop 
Homarid Warrior as normal during your next untop phase. 

Artists: RAF, Обе, DSh. 3/3. 

noni) ls Recall WS Ree Nh UI — AQRATH 
Return oll artifocts in play owned by target player to owner's hond; 
enchantments on those ortifocts are discorded. 


Inthe Eye of Chaos k р» (Ru U2 16 
Counter oll instants ond interrupts unless caster pays on extra X, 
where X is the cost of the spell being cost. 
Invisibility EC C че AMo UU ABU 
Target creature may only be blocked by walls 
i Invoke Prejudice EN Roe Hic UUUU 16 


Counter an opponent's spell summoning о creature of o color 
different from one of the creatures you contol unless caster pays an 
extra X, where X is the cost of he spell being cost. 

Кее Ју ШИ  ANRAH 
Роу UUU during upkeep to untop. Cannot attack unless opponent has 
islands in play. Destroyed immediately if controller has no islands 


ploce them on top of his or her roy in ony order і in play. 6/8. 

Drain Power SOR R өө» DSh UU ABURATH È Jump WS C ee Мо Ш — ABURATH 
Opponent must draw oll mana from cvolable lands. All mana in Torget creature hos flying until end of tum. i 
opponent's mono pool becomes yours 2 Juxtopose R Reve Jho U3 16, cH 

Dream Coat EC U ese AW U 16 Caster and torget player each choose their Nghest«osting cost 
Chonge target creature's color to another color (play os on interrupt). creature ond exchange control of them, then doing the some for 

bed y SC Ole Оно Ul OK [us Do not trade artifacts or creatures if one player hos none 

legenerates of them. 

Eder Spawn SC Re Ју Ш 16 + Lond Equilibrium E coe Ду UU2 16 


Cannot be blocked by red creatures. Sacrifice on island during upkeep 
Or bury Elder Spawn ond lose 6 Me. 6/6, 

Bectric Eel. SC ТС Мо U DK 
EE Car Esl +2/40 ond Нес E does | damoge үлі. Lose 1 
fe 


Such forget enchantment from о creature to another or from o and 
1o onofher. The enchontment's controller does not chonge. 
Enchantment Alteration has по effect if new torget is not voli. 

Energy fax N U eee Ko 10 Ram 

och orffoct requires 2 during upkeep or it must be dscorded. 

SOR C ee Doe U 15,418 


1o forge creature's costing cost Ю your mana 
Erosion Н Cee Pe UUU DKATH 
Destroy target lond unless its controller poys 1 or socifices 1 Ме 

during upkeep, 


L 
0 
1 Leviathan Ed 
16,0 £ 


$ Lord of Atlantis 


P" 5 


lf opponent has u least as much ond in play os you, he or she must 
оссе o lond for eoch new one opponent puts in plo 
R eee Mo WUS (ЖАН 
Trompe. Leviathon rts oy topped. лайса мо blonds during 
е 


здр o utp Lenten то sland to attack with 
10/10. 
Life U eeee AMo UU 


шор т ABURATH 
Goin | Ие whenever opponent tops o forest. 
SC R eee MBe UU — ABURATH 
While Lord of Monts sin play, oll Merfolk in ploy goin islondwolk 
ond 41/21. 2/2 


H көрді E 5 INI R өөө» |ю U дып 
text of о card being ployed by switching one 
iid ye viden en 


R eesse рн UUA — ABURATH 


Nome Кай Rarity Roing Мы Cost е5 Found 
Design 

Mana Drain INT өзе Ше UU 5 
Counter 1 0 spell. At the beginning of your next tum, toke colorless 
‘mona equal to casting cost of spell. 

Mana Short WS R өр Du U2 
All opponent's lands are topped; opponent's mona pool is emptied. 
Opponent is not damoged by unspent mano. 

Mona Vortex EN Roe DSh ШЛ OK 


Sacrifice a lond when casting Mana Vortex or it is countered, All 
players who control land must осте a land during upkeep. Mana. 
Vortex is destroyed whenever there are no lands in play. 

Merchant Shi SC Ree Wil MN 
Goin 2 le if Merchant Ship attacks ond is not blocked. Cannot attack 
if opponent has no islands. Destroyed if you have no islands. 0/2. 

Merfolk Assassin SC U see DDe W ok 
T: Destroy target creature that hos islondwalk. 1/2. 


Ht tee SC Cee Ме 0 ABURAH 
Merseine К (ө Mi UI? [4 


Put З net counters on Merseine when it is cast. Target creature does 
not untop as normal if ony counters remain. Creoture's controller may 
pay costing cost of target creature to remove counters. 
Artists: НИО, MOK, 01, fe. 

Mind Bomb SOR Use Mle U OK ATH 
Do 3 damage to each player. Players may discard up to 3 cords. och 
discarded cord prevents | damage from Mind Bomb to that player. 


KANAR THE SWAMP KING 


Old Man ofiheSe 5С R eese SVC ШІ т 
Т: Control creature of power less thon or equol to ће Old Man's. May 
choose not to untap Old Mon. You lose contol of target creature if 
‘Old Mon becomes untopped or if its power becomes greater than the 
04 Man's. 2/3. 

йш 5 жуз Т 16 
Give X torget creatures ond wolk until end of tum. 

Phantasmol Forces SC Uee MPoU3 ABURATH 
Flying. Pay U during upkeep or cord is destroyed. 4/1. 

Phantasmol Terrain EL C еее Di UU ABURATH 
Torget lond switches to олу basic land type chosen by caster 

Phantom Monster SC Ш енә Ју U3 А 
Flying. 3/3. 

тщр GC ee To U4 дашын 
T: Do 1 damage о опу target. Cannot attack unless opponent has 
ad in ay Destroyed neden, controler has no lends 

ы А о arto ct 

ast of o torget ая 

fede te acdc wal redace xiao оз below 1 
Heston ofc wih оп activation cost of res, 

чш ENTE Ut 

es еер. 
amet oh me contr fot eoch unpaid mono. 
Power Sini ІШ ссн LM 
its caster more mono. Target 
ор do oe rm fom nds od пою 
pool uni X s met. 
Prodigal Sorcerer 


№ 


ABURATH : 


C eee DSh U2 ABURA : 


ЖЕСІ 
1 Sleight of Mind 


Mme Wd dox Кый блі 
1 Psychic Purge SOR Ce SVC U 5 
191 damage to any torget. If opponent causes you to discord 

Psychic urge, opponent must soci 5 Ие. 

ic Venom Нн Cee Ба Ul АРМАН 

107 domoge to torget land's controler whenever torget lond is 
Puppet Master к йө Sty WU 16,0 


If torget creature goes to the groveyord, retum creature to owner's. 

hond ond destroy oll enchontments on it. You may pay UUU to retum 
st Master to its owner's hand if this hoppens. 

cal SOR R өзе BSa UX 16, CH 

Socfie X cords in hand to bring X cords from your graveyard into 


AOR 
3 on ortifact from your graveyard into your hand 
Relic Bi Qu U2 16TH 


When ше! ола is topped, Relic Вай controller moy do 1 
domage or give 1 Ме to ony ployer. 

Remove Soul WT C eee BSa UI 16,1 
Counter torget summon spell 

Reset WI Uee Ne UU 16 
Untop oll your lands. Reset may only be played during opponent's 
tumn oftes his or her upkeep. 

Reverberation INS Resse Jho UU2 16 
Redirect damage from o sorcery to its caster. 


TRIASSIC EGG 


INS Cee RAF OU ж 


15 
Top oll Bue creates 
River Merfolk SC R esse DSh UU 
U: Give River Melk mountoinwolk unt end of tam. 2/1. 


your ortifocts in play in the. 

Sealing s Big. WS Ше REU 16 
Соин of ony number of torget creatures to blue until end. 
tom. 

SC C JMe US ABURATH 
in play. Bury it Н 


U eee AWe UU) ғ 


I 
i 
t 
1 
i 
d 
f 


іе 


te DIM OU] i6 
Prevent oll damoge done unni) end of tum to target (тесіле by spells 
ох effects targeting it. 

inbod sc 


‘Al of opponent’ 
‘of tum. Siren's Coll con only be ployed on opponent's tum before his 
‘attack. Justsummoned creatures ore not affected by 


INTR eee MPo U  ABURATH 
text of о cord being played or in play by switching one 
‘color word with another. 


oe mo" B 


2 Vodalion War Machine 


Name Vnd Ray Roing hist Gost Len Fund 


È Spectral oak С Û енне PA UU 16 
Torget creature may not be targeted by spells or fast effects unless it 


is topped. 
Spell Blast 


IN С «әәә BSn UX ABURATH 
Counter torget spell; X is costing cost of torget spell. 
tosis EN Re Flo UI АМАН 


Cords do not untop os normal. Pay U during upkeep or Stosis is 
destroyed; cords stil don't untop until next untop phase, 

teol Artifact А Uoso AWe U? — стан 
Toke control of torget artifact. 

Sunken бу EN (ө Ју Ш ШАН 
‘Al Bl cectures goin +1/+1. Poy UU during your upkeep or 
destroy Sunken (йү. 

yvyelunite Priest SC Û oe RS UI FE 
UU, T: Torget creature may not be torgeted by spells or effects until 
end of tum. Use this ability only during upkeep. 1/1. 

angle Kelp к Ue MJ ok 

Тш! creature stays topped during untop phase if it ottocked lost 

tum. Тор torget creature when Tongle Kelp is cast, 1/1. 

felekinesis INS Re [еШ 5 
Torget creature deols no damage in combat this tum. Itis topped ond 
moy a normaly during its controller's folowing two 
unt 3 

med INS R eee  DSh ШШ 16, CH 

Torget creature may not be blocked this tum. Pay after ottock is 

eded but before lodi s chosen 

Thoughtlace INT Roose Мо Ш — ABURATI 

the color of o cord being played or drendy in ploy to blue. 

idol Flats B Ce MB U Е 
UU: All of your creatures that ore blocking hon hing нои 
fist strike until end of tum, Attacking ployer moy pay 1 for eod 
attocking creatures to prevent Tidol Flots importing first strike to 
thot creature's blocker. Artists: КА (two versions), SEV. 

idol Influence EN Uee М0 U2 FE 
РА ie counter n Td ec when csing i vd deg 
upkeep, When there is 1 tide counter on Tidol Influences, oll bue. 
creatures get-2/0, When there ore 3 side counters, oll blue 
creatures get +2/+0. Remove ol ide counters when there ore 4 on 
pea N Ме U2 16,479 

бте Element ee Мі 1 

Poy UU, T: Retum forget permanent to owner's hand. Cannot forget 
ш! permanents eso Tne Benet ond do 5 donee to 
its controler if it Blocks or ottcks. 0/2. 

Time Walk SOR R өөөөө Ave UI ABU 
Toke on extra fum immediately ofter the end of the one in which 
‘you cast Time Wok. 


Timetwister. SOR еее Те U2 ABU 

Put Time Twister in о пен graveyord. Shuffle your hond, lary, ond 
ther ond draw 7 cords. 

fronsmute Artifact SOR U eee Мо UU № 


Н d. lf he new ortfoct's casting cost exceeds ће 
сше one's, pay he ference or Tronsmute Arifoct doesn't 
succeed ond both ortifocts ore discarded Shuffle your library ofter 

die |$ C eee RA АЗДАН 
Top or untop ony singe lond, жал, ato pr This does 
1 
nol generate on fic оп the aps 02 " 
reatures with islondwolk. blocked. 
dela Fila Osh U i ANRATH 
43/43, fu. / counter on сок 
aite Те бле eren en eam бак ле 
bone С ө» 058 Ш қашып 
Return torpet creates Ю the hand of its owner. Discord 
Youn a к C ee 06е WX 10 
Put X counters ол torget creature ond top it, (тесіле does not u 
normally whe о counter remains. Remove о counter during reohre 
RE as: SCR eevee Olo UUS ABUR 
Dophcotes о] фое except color of ony one creature in ploy. 
May duplicate о diferent creture during upkeep phase. */ 
Vodotian Knights K esee SVC ШЛ H 
Ten strike. U: Give Vodolion Knights fying oblty until end of nen. 


Ve whenever you control no islands. 2/2. 
oes С еее Ай Ш fe 
Ш.Т: Counter o torget spell unless coster pays on daS 0%, 
SVC MPo 1/1 
ves e, sc Се ЖШ ff 
Acts MBa, RIF. Ме, SVC. 1/2 


Top Target Мейо you control to dow 
dutem о ge Wor Machine +2/+1 Bs tum. lé Wor Machine 


gente A Mero topped in this manner this fum ore 
0/4. 

i ee Кы Кы 
Destroy X mountains of yout 
‘ond creature in play for eoch mountain destroyed 


3 Жм 


659 


О >: 


Бптләцдеб ug :отбеш 


п 


о, 
n 


Name 


Desain 


Shelkin Brownie. S Се DS GI ІЗ 
Does ‘the banding ability from torget creature until end of tum. 


Кай Кобу eg Кый Ses fam 


Singing Tree sc 
T Rede tain cee’ Ol ed cfm. 0/8. 


61: Give Slug first strike until end of tum. ps this diy; is not used, 
can notai sl Slug gains fist strike 


ші end of tum. 2/4 

Spore Cloud 18 C ене Mii 661 [4 
Тор all blocking creatures. No creatures in combat deal domoge this 
turn. No creatures now in combat untop 05 normal during their 
Controller's next untop phase. Artists: JMy, SVC, AWe. 

Spore Flower SC 
Put o spore counter on Spore Flower during upkeep. Remove three 
comes from Spore Flower to prevent creatures from dealing 


баетап ОЛ 

Storm See INS u seve Ию es 1508 
Dn it of ло pent fey cod he ore bes 
in hand. 

Stream of fe SOR С «еве MPo GX ABURATE 
Torget ployer gans X ie. 

Ме INS Cee Bn 6 5 


Torget creature deals по domage. It gains X toughness, where X 
equals its casting cost. 


putting 0-1/1 counter on а creature he conto. 
Thelon's Curse EN Reco Ре (6 Е 
Blue creatures do not untap os normal. During upkeep, о blue. 
creature's controller may роу U, in addition to other untop costs, to 
'untop one ond only one creature. 
Thicket Basilisk SC U esee DF 663 
5 rom wal creature blocking or blocked by Bastisk is destroyed. 


Thorn Thalid SC C eee Mk GGI ғ 
During your upkeep, put a spore counter оп Thom Tholid. Remove 3 
counters to have it deol 1 damage to ony torget. Artists: 068, HHu, 


Timber Wolves sc LATH 


Titania's Song EN U — ( G3 ADR ATH 
Бу creche tainly sss us cies od 
comes on en creature with power ond toughness equol to its 
‘casting cost. Should Titania's Song leave ploy, ortfacts revert to 
normal just before the next bun untop phase. 


R eee MG 4 


GG, T: Tracker does damage equal to its power to forget creature. 
Target creaturo does Ep it pom kn 2/2 
Tranquility SOR С seve DSh G2 ABURATH 

A ei 
Wh 63  ABURATH 


U se 
"Deor all islonds in = 


а 
ш 
= 
M 
z 
ш 
ш 
= 
0 


f se 


Ma 62 Б 
We dor o ceng todd cc 


Untomed Wilds ee Nh 62 n 
a ла Tis os at 
(алі cs ui End plo рем 

Venom КОС = TWO GO ШШ 
NI now creatures blocking or blocked by target creature от 
destroyed ohier combat. 


зо. o 


R eese ШО ГЕ 


Spiting Slug SC se к: 
5 тер 
} Whirling Dervish 


U ese MOL GG fe: 


LGA : 


ABURATM = 


Tracker SC R өөө» Me cel ж: 


Nome Vni Roy Roig Меш Lex fund 
бейш 

2 Verduron Enchantess SC Roe Ker б] ABURSTH 

: Drow a cord each fime you cast on enchantment. 0/2. H 

WellofBrombles SC U «ee Alo 62 ABURATH 
G: Regenerctes. de 

ыче U eee Rh G2 АРДАН 

ыйы S Ce aec АВИВА : 

Wanderlust K Ue C 62 ABURATH 
Do 1 domoge to controller of target creature during upkeep. 

Wor Mammoth SC C seee JMe G3 ABURATH 
Tompe. 3/3. 

Web EC Rosee Ш С ABURATH 


Torget creature goins 25 Ir pun 1 
мр 


Protection from block. Goins +1/+1 after eoch tum in Mich 
pese 1. 

НЕ Сее Шоб АВИАН 
ered, Wild Growth provides on 


wenn SC Ree Ше GG 5 
Т: боп control of torget legend. meo 
Satyr untops, leaves play, or leaves your control. You may leave 


Willow Satyr tapped. 1/1. 

Winter Blast SOR U өөө” [fo GX 16,4TH 
m X torget creatures. Do 2 domoge to eoch torget creature 
with fing. 

Wolverine SC Сев Me 662 15 


2/4. 

Wood Elemental S Re Ба 63 G 
=the number of untapped forests you sacrificed when costing Wood 
Elemental. /. 

Wormwood Tree! SC 


Sylvan Library EN R еме Hille GI My 663 (79 
66: Give Wormwood Treefolk svompwok until end of tum and lose 
You may draw 2 extra cards during your drow phase, then either put 
oat hea a sie esp moi ega, 2 Ke. BB: Give Wormwood Тео forestwok өлі end of tum ond 
же f ey алымын x ial bs 5 SVC 6l AN 
the 
Gove olor of one or more target creatures to green until end ian КЕ ДЕСТЕ V. 
тай % Ce MEG ff 
Puta spe conte on Th ding ne Remove thee counters 
to put 
ingly REAA abd igs cee 0 mm MS Ce No 16, 
Thollid Devourer SC Uee р 661 Е Destroy blue permanent or retum islond to owner's hond. Destroy 
Put о spore counter on Toll Devourer during upkeep. Remove three enchantment on target lond. 
Counters to put o оройо token, wbich isa 1/1 green cee, 2 Asathi Berserker SC Шве Ше Б? 6 
into ploy. бопйсе о 5орпй to make Той Devourer +1/+2 а: Rampage: 3. 2/4 
amm о ede 905 Roe dE #2 M 
lonite Dru U eese MOK G2 E : Sted ано. 1/1. 
G), T: Socrifice a green creature to tum your forests into 2/3 i Ali Baba SC Ш eee JBo R ANATH 
creatures unti end of tm. 1/1 Po В. Top awol 1/1. 

Thelonite Monk SC R өө» BWa 662 re i e Al from Cairo 5С R ее MPo RR2 т 
T: Sacrifice a green creature to transform о forget land into a basic иын a Me NE 
ho MERE C NAI. 2 кє ш 

тү 
Do 3 damage to ony player who puts o swamp into loy without is От ыы TE 


Artis: RM (two versions), DFT, HH. 3/2. 
Brothers of Fre C ee Te RRI 1 
age a o ЕТСІЗ! to you. 2/2 
Brute, The ҚЫЛ АЛ АҒЫМЫ 
Тое! creatore pars ys 0 85 Regenerohes. 
Burrowing KCC eee Мо ABURATH 
Torget creature goins 
Ge see Dio RRI 
Core People get + denden, ‘cre declored on 
E LU LL өші end of tum. 


i Detonate 


oam + 


OKATH : 


Name LIT N ICE Fund 
Desuipion 
E Caverns of Despair EN Ree Нс ez 16 


No player may attack with more than 2 creatures, nor block with 
more thon 2 creatures, per tum. 

Choin Lighting SOR Cee б R 16 
Do 3 damage to a target. Whenever Chain Lightning does domage, 
the target or target controller may роу RR for Choin Lightning to do 3 


ane to o forget of his or her choosing. 
INT Re DWi R — ABURATH 
— co of ei teng бовай НЕТ tored. 
Crevasse 
Creatures with КА HE te ma 
Grimson Kobolds S Ce MoO 16 


Crimson Kobolds ore red creatures. 0/1. 
Grimson Manticore SC R ese Doe RRZ 16,18 
9025 R, T: Do 1 damage to target attacking or blocking creature. 


2/2. 

Gookshank Ко SC Ce (ш0 16 
Crookshonk Kobolds ore red creatures. 0/1. 

Desert Nomads SC Cee (UR IN 
Desertwalk. Immune to domoge from Deserts. 2/2. 


ul 
а 
Si 
EJ 
= 
E 
E 


SOR U ee RAF RK 

Torget an artifact; X is the casting cost д) Те torget ortifoct. 

Detonate destroys torget artifact, doing X points of damage to 

ertifoct's controller, Arfifoct creatures destroyed by Detonate may 
not be regenerated. 


AQ,4TH 


0: +2/+2; sacrifice one of your artifacts in ploy. Ue i Di INS R eee BWo R2 16 
d INS U «ee BS. R 6: f ottoding creature 5 untapped ond placed under your control 
Da dons (wus do) dr yon oc п he 2 unti end of tom. Iris no longer considered on ottocker. Ploy before 
sore s aste. i bilgi dese 
Ball Lightning SC eee Ho RRR DA È Disintegrote Ea OL 
Trample. Ball Lightning may ottock in the tum in which Б H Do X damage to a forget. I torget dies this turn, itis removed 
Summoned ry Bol ақ o i ed of e nin wh wes i | om gome. 
Buy зыш WS Uee Df R 5 
: ope eS вн Change the color of on number of torget creatures to red until end 
VALI Н 
Patan кт Ga + //+\ if opponent controls white cords. ы SC. U өөө» Ae RR2 ABURATI 
[ES ee oa R2 AN ATH Буюр} 21/40; more thon RRR is spent hs way in onë tum, 
i Drogon Wo des end n 2/3 DU 
= SCRI 16 : Dwarven Armorer mo, FE 
«Ар PG анз RT: осо cd fon yos bond bo put o +0/+1 ora +1/40 
NM 075 * ‘counter on forget аесіле 0/2. 

INS С өөө Mo RI шан = Dwarven (lool NS U ese JMe RX 
ра, This makes toughness : Does X damage, divided evenly omong ol of your opponent's 
Bis aes [ерен 

i Blood Moon EN R ге TWO R2 DK, CH Dwarven Demolion Teom SC Û eee KBr R2 ABU 
Тот oli nodes lands info basic mountains whde Blood Moon Б Te Deshoy омей 1/1 
КЫ 1 Dwarven Lieutenont 50, Ше Me RR FE 
к ® ze me ft RI ive et Dt 1/0080 end ol tam, ve 
Cannot be assigned to block creatures of power greater than 1. Coni 106 E 


„55 м 
шай end of tom. Ars: RAL, RAF. 2/1 ут 


Dwarven Weoponsmith 5С | eee — MPo RI 
ipee еер, odd o +] -1 ити в ay etr Sone de 
ойо ee i ed iy. 1/1 id 
Dworven Warriors 
ren Waren a e dim 
end cl tun, 1/1 
Бетеп ж =” шз ane 
4/5 


Mare Kod Ray Roing I 


Eorthbind Ю Сее QR ABUR 
Do2 to ond removes flying ability from torget creature. 
Does not affect nor-flying creatures, 

Earthqucke. SOR R eee Dr RX АРДАН 
Do X damage to dll players and пот уіп creatures in ploy. 

Bm Fame te Bele i fo RRI к: 

moge your opponent. of mountoins you control. E 

Lose half that amount of life, rounding up. 

Eternal Warrior C ө ANo R 16,479 
Target creature does not top fo attack. 

* Falling Stor R Ree Dm 16 
From o height of ot least a foot, fip Falling Stor onto playing oreo. 
Any creature Foling Stor touches tokes 3 ‘ond tops iit 
survives, Folling Stor has по effect if it doesn’t tum at 
least 360 degrees. 

False Orders INS C eseo Дай ABU 


Choose if ond how one defending creature blocks. The block, if опу, 

оын i eres ea balira ig 

is dealt. 
1 қ ы pen BSa R 5 
fop al creatures blocking torget attacking creature. Target ond its 
blockers ded no domoge in ый. — 

Fire Droke SC Uee (Ry RI DK, CH 
Flying. В: +1/+0 until end of tum. Only 1 R con be used in this 
тап. 1/2. 

Fire пае SC Ш жәе MBe RRI ABURAM 

Fireball” SOR С eee Mie RX ABURATH 
Do X damoge, divided evenly among опу number of torgets 
(round down). Pay 1 for each target beyond the first. 

Firebreathing f Cee DR R 

: +1/40. 


[2 


ABURATH 


ДЕШЕ 


Lcd 
| 
| 


PSIONIC ENTITY 


Firestorm Phoenix SC 
Flying. Return Firestorm Phoenix to owner's hand if it goes to the 
graveyard from play. If so, it may nat be cost that tum. 3/2. 


Fissure INS С esee DSh RR3 жан 
Bury target lond or creature. 
Flshfires SOR Ш «eee DWi ЕЗ ABURAMH 


Destroy all ploins in play. 
* Fork. INT R eeeee AWe RR 


C esee Ја RR 16TH 


SVE R 5 


іші 


R eese Jie RRA 16 2 Gronite 


ABUR È 
ond 


U ese (бе RRR l6 £ 


ABURATH = 


іште Wd Riy dg Кыш Se Ford 
бр 

1 Goblin Grenade SOR Cem MER ғ; 
Sacrifice a Goblin to decl 5 damage to о target. Artists: Oft, (Ёш, RSp 

Goblin Hero % Ce Wem к 
1/7. 

Goblin King SC Rose My RRI ABURIM 
\ Goblin King sin lj, ll Goblins се mourn ond 
M. 1L 

Goblin Ktes BD Uee Ala RI H 


T: Give о torget creature you control of toughness no greater thon 2 
fing until end of tum. Other effects may later increase torget's. 
At end of tum, fip o coin. Bury target creature if opponent 


wins 
Goblin. pum sc 


С» [де RI кн 
Trample. Rock Sled may not attack unless opponent controls atleast 
‘one mountain. Rock Sled does not untop if it attacked your last tum. 
3/1. 

Goblin Shrine H Сее Pp RRI OK CH 
ш! lond is o basic mountain, cl Goblins goin «1/0. Does 1 
domoge to oll Goblins if it eaves ploy. 

Goblin War Drums EN С ossos Mii R2 Е 
Foch attacking creature you control may not be blocked with fewer 
thon two crectures. Artists: DFr, Hio, RKF, JMe. 

Goblin Warrens EN R oeoo Df R2 F 
R2: Socifice two Goblins to put 3 Goblin tokens, which ore 1/1 red 
creatures, in ploy. 

Goblin Wizard % U eee [6 RR Dr 


T: Put o Goblin from your hond directly into play. Treat target Goblin 
‘if it were just summoned. R: Give torget Goblin protection from 
white until end of tum. 1/1 
Goblins of the Farg SC 
Mountoinwolk. Bury 


Се» WaR OK, Cu 


: Sacrifice Living Armer to put a 


ABUR 
e EW Ree BSa RZ Б 
creatures lose flying обй. 
Geo ge Сее Dr R2 ABURATH È 
2; В 
aos SC Сее Dr R3 ABURATH : 
3f i 
lurloon Minotaur S Coe Mo 1 ABURM È 
vr kl SC Reve Du R AN ATH 
T: Prevent creature from regenerating this tum. 1/1 
Hyperion 5 U ы: 55 5 
à 1 olx opponent i 
T: Top or unto көре Із —— Ей! 
келме +2/- H 
a Selene لیا‎ 
damage to ol players ond ol creche. 
„с x (50 Ma B ABUATH = 
толе of power equaling | or 
a ooy e IB BRD ДЕШАТ 


шш 5 ыны н ploy. 1/1 үз 
41/22 while c forests in ploy, / 
e ы 15 
{obolds +0/+1 ond trample. 1/2 
ый де 1/2 Б 
Sidi 
5 urn 6 
Козу «1/40. 
кө X Се жо Б 


о ст 


2 Orc Generol S Ue 


Raging River н 
Raging Reng vide opponent's rond creche on ether sd of 


es wee SE 


Name Ki Rory Roig kit Cost лй 


Land's Edge EW Roe Бай! 
‘Any ployer may discord o cord from hand ot ony time ond do 2 
domage to o player of his or her choice if the cord discorded is 
lond. 


16, CH 


аш. 
Lightning Bolt WS (меш R 

003 domoge to one torget. 
Magnetic Mountain % Re SVC RRI МАН 


То untop c blue creature, controler must spend 4 doing upkeep in 
addition to other requirements. Big Blue deck kiler! 
Mona Clash SOR Re Me R KATH 
(Choose o torget ployer. You ond he or she should flip a coin. Any 
player whose coin comes up tos loses а Ме. Repeat until both 
Y coins come up heads sim 1 
Mana Flare EN В osoo (Ru R2 ABURATH 
koch lond produces on extra mona of its normal type whenever it is 


topped for mona. 
Monabarbs EN Ree (Ru R3 ABURATH 
Do 1 domage to controller whenever he ot she draws mona from 
land. 


SC Ree SVC RRR ANR 


We К ABURATH 


Mountain Yeti SC U = D R2 1 
‘Mountoinwelk, protection from white. 3/3, 

Nalathni Drogon SCR eee MWe RRO con 
ing, bonds. R: +1/+0 unti end of tum. Bury Naat’ Drogon if 
тот on REE spert in в manner етп, 1/1 4 

۷ 


T: Socrfice on Orc ot Goblin to give oll Orcs +1/+1 until end of tum. 


2/2. 

anit ley SC U еее МЫЙ] ABURAM 
T: Does 2 domoge to ony torget ond 3 damage to you. Misprint: 
Aig version its costing cost os RI. 1/3. 

Ordsh Captain K Ше МЕ Е 
1: Choose torget Orc, then fip o coin, lf opponent wins fip, target 
Ore gets «2/20 unl end of tun. Others, бе Or gets 0/2 uni 
end of tum. 1/1 

ere « Сее Ре R2 ю 
. Do 2 points of domoge to ony torget. Each tme you use this 
ability, ploce one of your оті in ploy in the goveyord 1/1. 

Orcish Oriflamme н U eee Dr RI ABURATH 
NI of your attacking cectures goin +1/+0 during your ottock. 

i : Aipha version ists casting cost os R1. 

Ordsh Spy SC C eem MR К: 
T: Look ot the top 3 cords in torget players lrory. Retum them in. 
order. Мз: бе, SIC, Pe. 1/1 ч 

Orcish Veteran v С» — MER Е 
(оппо! be assigned to block white creatures. of power greater thon 1 
R: Give Orcsh Veteron first strike until end of tun. Artists: MBe, DF, 


OH 2/2. o p oee De RB 3 


rog 
attack if opponent controls an untopped 
Trompe ORO awe gea tan 2. Озу cot block стоме of 
NH of КТІ 
must cunt untapped 
Before unton е, as еді untapped 
Sue SER 16, Ch 
Mis 21/21 grs 
counter OF d 
upkeep ends. Then pay 1 per countet 9 


Or 


9 16418 
umber of targets. 

Do фтор Sided oy wor MO r hn 

x E Т instead of W untl end of gome. 1/1 

T- Taget pies pode ү Се MER 6 


pee Siv RR ABI 
dé i hen chos оп which side of Rive to 

Mon Md селе, ond odi сейин an only be 

[азу yeg ceps or those on the some side of River 


purpose. 
Elemental WD C eee PTh ДЕШЕДІН 
Red Femen on being cos or destroy o Bue cord in ply 


version Бей os Instant. 
Roc of үйе E e n көше 
ia SC В еее Жей ABUR 


lock 
Foch point of domage to 
Put X +1 /+1 heod counters on Hydro б 


eese бш т 
МЕН оед o 4/4 fying red token илле b pot iata p tend 
of um. 0/3. 


„ ШӨ .. 


o B ER > 


42 8 AV I Ad 


prng 


we 


ш 
к 
= 
т 
3 
SS 
a 
ш 
= 


Vnd Ry ің Мы Cost бюл 


Noma 
Descipton 

Sedge Troll SC Ree Dm ABUR 
B: Regenerctes. When controler has swomps in ply, Sedge Tol 
gins +1/+1. 2/2. 

Shatter INS (өне AWe RI ABURATH 
Destroy torget artifoct. 

hotlerstorm SOR R eee Ро R2 AOR 
Bury all artifacts in play, Artifoct creatures may not be regenerated. 

Shen Dragon R өөө Me RRA ABURATH 

9, R: +1/+0.5/5. 
sen the ae SC C eee Шу RRI OK ATH 


E | ‘Add R to your mono mi Woy sm vi ET 
smoke 
koch player may only ws “ шаа 5 e ^ч 


Spinal Villain 6 
T: Destroy torget blue Em " a 
Stone Giant SC Ш еее DWi RR2  ABURATH 


T: Give one of your creatures with toughtness less thon Stone Giant's 
power flying until end of tum, Torget creature, which con increase its 
е fter it gans flying obiity, is killed at end of tum. 


Stone Rain SOR C eee DGe R2 ABURATH 
Destroy ony one lond. 

Storm World EW Ree Cu R 6 
Do 1 damage to ony player for each card below 4 in hand 
блр upkeep 


* Tempest Efreet S Re Mh RRI 1641H 
T: Pick o cord randomly from opponent's hand ond a dd hy 
burying Tempest Efreet in opponent's graveyard. Opponent 
prevent this permanent change in ownership by sacrificing Lm 
conceding gome before he sich В mode. I so, bury Tempest 
reet in castr’s roveyord. 3/3. 


Tunnel SOR йө» Dr R ABURAM 
Bury one wall 

Two-Heoded Giant of Foriys SC R еее Ада R4 ABU 
Tromple, Hay block two creates in combat, 4/4. 

Uthden Troll SC ме DS R2 ABURAM È 
R: Regenerohts. 2/2. { 

Woll of Dust S Ue kh R2 U 
Creatures blocked by Wall may not ottock during opponent’s next — : 

wali SC C osse Rh RI ABURAH È 

Wall of Fire SC U eee Rh RRI ABURAM È 
R: +1/+0. 0/5 

Woll of Heat SC Ce Rh R2 ABURATM 
2/6. 

Woll of Opposition 5С R eee Hic RR3 16,0 
1 Адай eu d of B 

Wal o Sone ee Dr RRI ABURI £ 

heal том SOR R өзе De R2 ABUR È 


Al players must discard their honds ond drow seven new cords. 


Nome Ned Розу Rog Ма Cost Les Found 

Animate Wall KR Dr W ABURATI 
Torget wall moy now otiock. 

1 Айо Archaeologist SC R өөө» AWe WWI n 


2) Qno rion kom yax реи п шыш. 1/1. 
Argivion Blacksmith SC C ee (а ШІ 
Ee за loti re. ye 
SOR R eevee My Wi — ABURAM 
Destroy all londs in play. 
Army of Alloh INS С eese BSn WWI М 
32/80 to dl attocking creatures until end of tum. 
Artifoct Word. EK Cee 0% W № 
Torget creature may not be blocked by orffoct creatures. damage 
token from on artifoct source is reduced to 0. Torget creature is not 
fected by ortifoct effects thot torget it. 
lolance. SOR R өөө» MPo WI — ABURATI 
‘Al players must discord enough lands, cards in hond, ond creatures 
зо that everyone hs he some number os the ployer with the lowest 
number of londs, cords in hand, ond crectures, respectively. 
Benolish Hero. % Ce Dd W ABURATH 


1/1. 

Block Word к Ш eee Dr W ABURATH 
Тое! creature goin protection from block. 

Blaze of Glory NS Ree Rh W ABU 


Torget creature must block oll creature that it is leto 
bes Blocker's controller chooses how to distribute дере 


Ploy before defense is chosen. 

essing ya E Roe Jio WW ABURATH 
Y. BA 

Blood of the Martyr NS Ue (Qu WWW (Н 


Until end of tum, you may redirect damage done to your creatures to 
steod. 


yourself inste 
Blue Word к ү En Of W 
Target creature goins protection from 
Broinwash к Cee Pe W 
Torget creature may not ottock unless its controller spends 3. Other 
requirements for the creature to attack must olso be met, 


FUNGUSAUR 


— Come S Ce Sh W 
he eM % f Me RI р H Tsk Gnd realy Dc diu НЫ la БАЙ! 
Winds of Change SOR Ре Jho R 164TH E 0/1 


е л [ot ve b oie n n s 
GEE на 
Ydwen Efreet SC in ee Diu RRR AN 


Fip o coin when defending, If opponent wins р, opponent may 
Жди ro e ee 


Wii 


‘Abu Jo'for. SC R өө» Khe W AN, CH 
M Abu k fr is destroyed in combat, о creatures blocked or blocking 
Abu ore destroyed ond cannot regenerate. 0/1 


Жайна Re МРо WWE 16, 0H 
OF your nomortifoct crectures, only Akron Legionnoire may опо. 
Abad Potion INS С eee Hic WWX  LG4TH 


Give target ployer X Ие or prevent X domage to torget creature 


Amon SC C se (00 WW 
(кейек гони nei ЫА) ША ME адо, 
Blocker’s power may later be increased. 1 / 

‘Angelic Voices EN R өөө» be w2 тн 
Give ol your creatures +1/+1 i you control only white or олбо! 


creatures. 
wwe 
“гізді number 


164TH 


U eses d. 


OK ATH 


Ы (ое DM W3 
Your untapped creatures gain «0/42. Attacking creatures don't get 


U ecco Pe WI 
i 2: Prevent ой фло ops you fem on aor su 
$ ga 1 "CRIT ABURATH 


areal oe Blue EN C eee DW Wi ABURATH 
oll domage to you from one blue source. 
салы eder Goat D C ме S ҮП ABURATM 
1: Prevent ol damage to you from one green source. 
i icf rco a soon Ме WI ABURATH 
белер topou oe red uc 
Grn of Protection: White eoe Sh WI — ABURATH 
1 eg ys fes САД 
Cleanse SOR R eee Pfo WW2 ш: 
Destroy dl block елле in ploy. 


SOR R eee Pie WWW 
indes ie d orm ci ons 
sociae Me per ord o be sored) 


Gent WimbusSC С ee 16 
Ша Сеге Chay in Mae mae ltd 
eooonent povs 1. 1/1 
Combat Medic SC С ее МАЙ W2 FE 
7 Prevent | domoge to a ployer or creature. Artists: EBe, (Do, 
Ma, SNC 0/2. 
Consecrate Н | eee Де W 


Torget land 6 immune hom oll effets thot would destroy i 


i Equinox H Ce 


ABURATH £ 
i Боб SC Ree Diu WW OK 

илан : 

H Eye for on Eye 


ABURAM : 


ABURATH 


ABU 


Deci 


Conversion. EN | «әәә My W2 ABURATH 
‘Al mountains ore considered basic plains. Pay WW during upkeep or 
n Conversion. 
EN R oeoo |0 WWABURATH 
Muite creatures goin +1/+1. 


Hind ойу бу Мыш Sets fon 


wenom Archer SC C eee [5 W2 16, CH 
T: Do 1 domoge to oftocking or blocking creature. 1/2. 

Damping Field N Ue Іші? № 
No one may untop тоге than one artifact in eoch of his or her own 
untop 

Jeath Ward INS С eese Ро W  ABURATH 
Regenerotes torget creature, 

isenchant INS С өзеее AWe WI 
Destroy torget enchantment or artifact. 
ivine Intervention ЕН R eee АМе WW6 (9 


Put 2 counters on cord. Remove 1 counter during you upkeep. When. 
both cre removed, game ends in a drow. БЫ Ба 


Jivine Offering INS (ее JMe WI 16 
Destroy torget ortifoct, үө йе кой costing 125 orfifoct, 

vine оі EC Nh WW. 15,18 
Give torget crecture /. 

Dust to Dust SOR C eee Diu WWI DK 
Remove any two torget artifacts from the gome. 

Eder Lond Wurm R eee Olo WWW4 — LGATH 


ee ap^ Lond Wurm connot attack until it has been assigned to 


bod. / 

Enchanted Being SC Ce Dh WI 16 
Reduce domoge dealt to Being during combat by creatures with 
enchontments on them to 0, 2/2. 

SC W t 


Top иш land to counter o spell hot destroys your land (play as on 
intempl). 


[rj T: Destroy torget block creature. 1/1. 
INS R oeeo MPo WW — ANRAÁTH 
Do as much боло to controller of a creature, spell, or effect as soid 


CYCLONE 


creature, spell, or s to you, 


: $ Farmstead NECI ABUR 
forget lond's controler goins 1 Йе but no mare f WW is spent 
during controller's upkeep. 

юте» Mantle К U ese Да W2 Е 


If togetcreoture ойо ond is not blocked it may ded X + 2 
damage to олу other target creature where X is the power of the 
creature Forrel's Mantle enchonts. 

Farrel’s Zealot S Ce М w na 
If Zealot ottocks without being blocked, 
пре овоме з, аа Artists: 

Fete it NS Ро WWI Т F 

to your mona as on intemupt). Bury Forelite 
Ple nore RE e Ee ae d 
EN у» — DSh W 


СЯ 
Toke 2 Ме й you skip your draw phase. Destroy Fi 1 T 
айы or re n hs baan D o d 


оде, 

Festival C ee MS W ж 
5 
opponents upkeep. 

поса toe Б Ш> Ша PL. 

damage to tor 4 domoge to you. Fire 
а 
тч 1/ 4 AY b 
yox walls 41/4 
hu ынды аі oad cal Е 
әк ie pts Ll 


Wome Kind Roy Rating М8 (ot Let fan! Name Kind foi Rating Мы Cost Sets Found Nome Kind ісу Roing Мы Cost Sets Found 
[берл bebte Descipfon 

Great Defender WS Uee e 16 ; Ivory Guardians SC Uess MBa WWA — (G,CH = Preacher % Rese (Оно WWI DK 
Give torget creature +0/+X until end of tum, where X is the Protection from ted. Moke oll guardions +1/+1 if opponent controls T: Goin contol of on йо. creature. Opponent chooses which 
creature's costing cost. red cor Men e Preacher untaps or leaves play, you lose. 

Great Wall EN Ue Sf W2 16 ; Jihod EN R eeso BSa WWW AN control of creature. You may choose to leave Preacher topped. 
[ешр may be blocked, 32/4 to white creatures while chosen color of opponent's is in resence of the Master EN U see Ро W3 16 

Greater Realm of Preservation EN U «еее Nih WI 16 NT Discord Jihod if m cn ЕЙ m fi, Counter all new enchantments cast whenever Presence of the Master 
Wl: Prevent all damage to you from o red or block source. E eeeee Rh WW2 АШАН is in ploy. 

Green Ward ECU eee Dr W ABURATH i ingen тері or she hos in Pureloce. М Re у W АВРАТ 
Target creature goins protection from green. ploy pl. uring his or her be e Change the color of 5 ш being played or in play to white. 

Guardian Angel NS C еее Ma WX ABUR Nose oh Coe 06е WWI — 160i f RopidFire Re Jd Wi 16 
Negate X damage dealt to a torget, Psst: put this cord next 2/3. Give torget creature ay ond Rompoge: 2 until end of tum, 
to Poralyze, King Suleiman SC Вее МР WI AN Ploy before defense is chosen. 

Hand of Justice SC R өө» MBa WS FE E ү Red Ward к U eee Dr W  ABURAH 
T: Top 3 target white creatures you control to destroy ony torget Kismet eese fo W3 ШШ Torget creature gains protection from red. 
сете. 2 Da AI opponent's rectus, ls eset pd Remove Enchantments INS C ee Bn W 6 

Healing Salve WS C oee D W ABURATH È Knights of Thorn SC R esoe Qu W OK Retum all enchontments you control to your hand ond destroy cll 
боп 3 Ife, or negote up to ШІ deal to o torget, Protection from red, bg: n enchontments played on permanents you control. IF cost during 

Heaven's Gote INS Osh W, 1G £ lone „ MW ABUR opponent's attock, destroy all opponent’s enchantments played on 
MN ОО нат gt cee is i cig E cele Mw Ye 
oftum. Lond Tox R eee Bn W 16TH hond; dl other enchantments ore destroyed 

Heroism EN Ше Мо W2 Е АЦЫ чч га Repentant Blacksmith SC А eee Dru WI AN, CH 
Socrfice o white creature to prevent attacking red creatures from. remove up to 3 basic lands from your library ond put them in your Protection from red. 1/2. 
dealing damage in combat this tur. The ottodker may pay P2 so on hond. емо vor ry eror Resurrection. SOR U «eee DWi WW2 ABUR 
п am рн normally. lifeblood eseo do WW2 16 I re en pu met on put it directly into play os if 

Holy Armor. ( % e W ААН Toke 1 life whenever of gen {ust summon: 
толи сваи at 2 M алыр MIN Martyr's Cry un ese JMe WW DK 2 Reverse Damage INS А өөө DWi WWI ABURATH 
loly boy C eee Jio W 16 e оа Foch player must draw a All damage you have token from ony one source is added to, not 
Gers, attock ond laksa but deol no damage, cord for eoch white creature her or she controlled. subtracted ed on, your le totol. 

Holy Light INS Coe Du W2 DK i Martyrs of Kors SC U же MOK WWS AQ i Reverse Polority WS (© Jho WW AOR 
Give oll nonwhite creatures 1/71 until end of tum. domage done to you by ara is insted done to Martyrs of Koris : А damage you have token from ol roc this tum is retooctvely 

Holy Strength С жее Mo W ABURATH unless Mortyrs of Коз is topped. Only one Bodyguard of your choice £ added to, not subtracted from, your life totol. Treat subsequent 
Тие! creature gains «1/42. ay toke ілер fo oun is manner pa п 1%. ,., domoge this tum normaly, 

kation Infontry со мн FE Í Meso Pegasus ++ Ве WI — ABURATH i Righteous Avengers УХ U eee Hy W4 16 
1: Goins bonding until end of tur. 1; Goins fist strike until end of Flying, bonds. 1/1. Phinswalk. 3/1. 
tum. Artists: Юе, СВ, DSh, 07и, 1/1. Mirode Worker. SCC wee Rp W DK : Righteousness NS R eee DSh W — ABURAM 

Kation Jovelineers SC Сее MEM FE T Destroy e edant n red yow ces 1A. Te ларе A om Ар 
When cest, put o javelin counter on Jovelineers. T: Remove the Moot R eooo JMe WW2 1G £ Samite Healer $ TWó WI ABURATH 
counter to deol 1 damage to ony torget. 115 n e. SKi. 1 Non fyi craves ete! attack, T. Prevent 1 damoge to ony 928 Y 

{cation Lieutenant Wey iO Moorish Cav 00 С eee Пі WW2 AN £ Savonnoh Lions. SC Re бе W АШАН 
WI: Give torget Soldier ЖАТ ү. Тот, 905 /1. 

{catian Mono) ақы SC C oeo Mdi W FE ; Morale WS C oe МЮ WWI  DKAH : Seeker к Сее MPoWW2 ШАН 
Lose 3 or se a pa aes oak Gi ol aking edes nl eda tun, Tij aem moy ate ted we па, 
Moneychengr Dung your upkeep, puo counter on Moneychanger, È Northern Paladin С R өөө» DSh WW2 АШАН È Serra Angel eevee Sh WO ABIR: 
Sacrifice Moneychanger during үш 075 t0 goin 1 life for each WW, T: Destroy a block cord Үй 3з. үш. Does not top to. ды. Va 
err cal СЯ ESAME 0/2. 0 Ше r SC Ий Уй ШЕР 2 С рыш i| Re 170 05 zu AN 

kation Phalanx 9 ө К W4 т block. WW: «1/40 until end of tum. W: First strike. и$ must suspe Ye in progress ond play û game of Magic 
Bands. 2/4 Із 5 105 Artists: RAF, BWo (two versions), 2/1. 17 057 шк vip that gome loses half of ife points 

in the original оте. 

Shield Wall wise WS Uee Оһ WI 16, CH 
Sie dl yow ше y n end of tum. 

Spirit Шо ip ше um 164TH 
FA for eve 0 ye torget creature does. 

Spi Sencuary EN qum W2 6 

Bore rolg plis кі ecg i a enon 

mes ж 

Swords to Plowshores INS U еееее Jo W АВИА АТН 
Remove torget creature from game. Creoture's controller gains Ме 

ints. to its power 

Thunder Spint. іа SC R «әәә RAF WWI 16 
Flying, fist strike. 2/2. 

Tivodar's Crusade Ue 00е WWI ж 
ДЇ Goblins ore destroyed. 

Tundra Wolves се OW 164TH 
Fist tke. 1/1 

Veteran Bodyguard SC R ее DSh WW3 ABUR 

i domogo тинин cipe кла o o 

Bodyguard unless в 

(eee к |» Nh W 164TH 
Look ol tha top 5 cords of олу Harry, then reshuffle it if you 

1 sa choose 
Wall of Cltrops SC Cee BS WI 16 


ian Priest SC U eee DW в 
eatin Make tret ong УЬ 
{cation Scout 5С ті W ff 

1, T: Give torpet creature first N until end of tum, Artists: RAJ, 
ni RKF, ТИ 
kation Skirmishers SC Re Hl W3 


‘Bonds, first strike. АЙ creatures thot band with Skirmishers me 
se een 1/1. юп 


SOR R өөө» TWO WS { 
i c 
bag vm soon қ көш d "m 5 à 2 rere e 
Infinite Authority ТҮ be e ponents [э و‎ e 
‘After combot, me ИЧ info his or her hond; otherwise, ee ARN Амати 
ox blocked br get eo. Pat o 21/1 counter on шун £ рыу 100 Y 
3 qo i ВЕ "ауана en i ati toe i7 Dam | 


tld Sonar jo o cord, ry hing о Воно etus men 
atack you unti yur next п. 


ET SG. iie So M ОШ 
which o creature went groveyord, odd o 
fa Mea Vus mug to make 050 Vultures 
PEU Ld e 4 св М2 Мм 
2, 


Kk WHO. AUN 
Pesonolinamalon SC... Pferd by sod стой 
W desired, redirect ony, ec eli bei v gom its 


Bonding, first strike, vi 


ег 


e ©, т o) BE RR 9 9 


I Wl of Crops blacks о creature with other creotures thot ore сї 
cs, Wal d Cops gons bong и en of am. 2/1 


Wall of Light Rh W2 6 
Pacing m Berk ЎЗ 
Wal Sc SE ойе» Ме W3 ABURI 
Wor Elophant S C oseo үй W3 ANO 
Bonds, tomple. 2 
White Knight SC sese [бе WW — ABURAMI 
Paten fom de Y 
Wi rd | eee Dh W АШАН 
forget reote. 
“йш voce "Ay WW? тн 
Hunter does 1 damage to torget ployer m Тн 
теп олен COO кра Ке жен 
15 
1 Мараг ed ome твоме. уу AREA 


Boy d. creatures in play. 


K т а 


Pp fn 6 


Q 
H 
© 
4 


LANDS/ICE AGE ARTIFACTS/BLACK 


m ШЕТУ 


3, T: Pick one PILAM ndo have Қы opponent pick a 
creature. Both creatures ore topped ond deol domoge to one another 
if one had ottocked ond the other blocked in combat. 

ladlands LAN R еее RA) ABUR 
T: Add either R or B to your mana pool. Treat as both a Mountain 


ae 0 Swamp. 
LN R е Jily ABUR 
l ‘Add either B or G to your mano pool. Treat os both o Swamp and 
a Forest, 
Bazoar of Baghdad UN Re 
н 415 pe cas from your library; — discard 3 cords ea 


Dolan ut UN Ree Pio Е 
Comes into play topped. You тоу leave Bottomless Vault topped to 
put o storage counter on it, T: Remove any number of storage 
counters, adding B for each mp counter removed. 


Nome ІМ Боду Raig Мыш Sed Ноте Kd Roity Roing Мы Cost Sets Fund 

© Mishra’s Workshop ИН R oe Kfo AQ £ Tundra UN R е. % ABUR 
T: Add 3 to your mona pool. This mono may only be used to Т ‘Add either U or W to your mana pool. Treat as both on Island ond 
ost ortifodts. 

‘Mountain UN C — 0% ABURATAN золі Sea АН R өөө» RAL ABUR 
T: Add R to your mona pool. Two Alpha versions, three versions in T: Add either B or U to your толо pool. Tea lobos, 
other sets. Inholy Citadel UN Ue Мо 

‘Mountain Strong UN Ue № 6 your black legends m 50 who other M: 

Al your red may bond with other legends. Urborg 16 

0% UN U ө» Bn AN ATH legendo. T: Add е E^ ET D ue fist stike or 
T: Negote 1 damoge to ony creature. swompwolk ability from Iri creature until end of tum. 

 Pendelhaven UN U eee Bio i Urs Mine Се Mo № 


15 
Legendary. T: Add G to your mona pool. Т: Moke torget 1/1 creotwe : 


Ды 
C— № ABURATH 
анъа вон Two Alpha versions, three versions in 
other ses 
Plateau ИҢ R еее Diy ABUR 
Tite ta W opa naapa Treat os both a Mountoin 


Rainbow Vale UN Re fo Е 
T: Add Т mona of ony color to your pool; Rainbow Vole passes to 
‘opponent ot end of tum. 

Ruins of Trokair UN Ue Мо fe 
(өле марат opad, T: Add W to your mana pool. T: Sacrifice 

{ Ruins of Tro MAL el 
AN È Safe Haven Ree (Ry ok 


2, T: Remove с И bine 
ету). During upkeep, socrifice Safe Haven to retur oll creatures 
it hos removed from gome to ploy. Treat these creatures as if they 
were just summoned. 
Sand Silos ИН Reso Pio Е 
Comes into play topped. You may leave Sond Silos topped to put o 


Cathedral of Serra UN Ue Мо 6: storoge counter on it. T: Remove any number of storage counters, 

All your white legends ү 5 with ith cer legends, H ойд U for each storage counter — 
City of Brass Me AN,CH 2 Savannah ИҢ R жөө» ^ ABI 

i Mi 1 1 ids Tám domage when City of Bross C Treat os both о Plains ond o 
ауа p UN Re MW Dk i Serublond UN R еме Ду ABUR 


Т: Remove one of your creatures from the gome ond put 1 counter to 
City of Shadows. T: Add X colorless mana to your mona pool, with X 
equaling the number of counters on City of Shadows, 
ый Island. 

UN Ceo |у 
B T:0o1 корку жон GR ет 


domoge, 
Doroni у UN k <ееге Бп м 
rifice a creature to goin CREE I 

Dworven Hold UN FE 
Tomi no ply apa T Tomi On БИ pel t 
a storoge counter on it. T; Қа айн 
adding P for eoch storope counter removed 

Dwarven Ruins UN Ue Мо 
Comes into play topped. Т: Add R to your mana pool. T: аа 
Dworven Ruins to odd RR to your mona pool. 

Ebon Stronghold UN Ue Мо [i 
Comes into ploy topped. T: Add B to your mana род. T: бопе 
Ebon Stronghold to odd BB to your mono pool. 


Hephant Graveyard LAN R eee RU 
% petu Bepon or Mango 
forest C— (i 


Т Жүнү жю ped Two Alpha versions, three versions in 
other sets. 
• Hommerheim UN 


Legendary, T: Add R to your mana pool. T: Remove londwalking from £ 


torget creature until end of turn. 
Battleground LAN Ое MPo FE 
Comes into play topped. T: Add б to your mana pool. T: Socifice 
Haverwood Battleground to odd GG to your mona росі. 
Hollow Trees R ese Pio F 


UN 
Comes into play topped. You may eave Hollow Trees topped to puta = 


storage counter on it. T: Remove ony number of storoge counters, 
dking G for eoch storage counter removed. 

kation Store ИҢ R eee Pio FE 
Comes into ploy topped. You may leave katian Store topped to put a 
storage counter on it, 1: Remove ony number of storoge counters, 
обвод W for eoch soe counter revved 

Island R— М 
T. Add U to your 

end of Wok: Wak. Т ee Osh 
Т feet ord re ce wl lf 

Nle 


ABURATH 


© Karakos 78 UN 
Legendary Wie yorum aT un нмек! 
тепе: hon, destroying enchants on aget lond 

© Librory of Alexandria UN R өөө» |р) 

T; Add 1 10 your mana poal. T: Drow one cord from your brary if you 
have exactly 7 cords in hond. 

* Maze of Ith ИН 0 eee» Ma Ok 
Т. Untop taret attocking селе. recur nether deol nor receives 
domage os a result of combat. 

Mishro's Factory ИН U seee KFoPFo Г 
T: Add 1 fo your mana pool or give оту Assembly Worker +1/+1 
until end of tum. 1: Mishro's Foctory becomes Assembly Worker, o 
2/2 eite creature, until end of tum. Stil considered a lond oz 
well Spring, fol, and winter pices 


о ЖЕ cues: 


ШШЕ 


| ооо» BWo 16 


Т: Add either W or B їо your mona pool. Treat 05 both o Plains ond o 
Swomp. 


DANCE OF MANY 
Seafarer's Quay иң Ue м 6 
i H yow Bus legends mag bord wih oher рлі Е 
i u^ 2885 e ithout. LE 
change two 5 nw creating on 
block. Whenever Sorrow s Path is topped, ‘ons Sone E 
H you ond 2 to eoch creature you control, 2 
Strip Mine ИҢ U eevee bee A0,4TH 


T: Add 1 to your mana pool or ploce Stip Mine in your graveyard ond 
destroy one lond of your choice. 


Svyelunite Temple UN Ue MPo FE 
Comes into ploy topped. T: Add U to your mona pool. T: Socifice 
Saye Tonle yo mana pool i 

Swamp — Of ABURATH 


T i yma TW Ma ese three versions in 


R osseo RA 


Toiga ин ABUR 
Ji Ad ether G or R to your mona pod Treat os botia Forest ond o 


Ecce Peck ин R see tile 16 
Legendary. М creatures requite on upkeep cost of 1 іп addition to 
обе upkeep costs. Destroy а creature fits upkeep is not pod. 


Legendary, T: Add U to your mana pool. T: During upkeep, remove. 

bang cy fom кун 3 

Tropical Island tai 
T: Add either G or U to your mona pool. Treat as both а Forest ond 

en ed 


ben mana p 
} Volcanic Island 


£ Arum Sleigh 


i dmm 
Gown of the. ART 
= Tolaria UN U oeo Nie ш: 


E MUR a W à 


T: Add 1 to your mana kd If you have Urza's Mine, Urza's Tower 
‘ond Urza's Power Plon in play at the some time, top to odd 2 to 
‘your mana pool. 

Urza's Power Plant UN (е Ме AQ 
T: Add 1 to your mana pool If you have Urza's Mine, Urza's Tower 
ond Urza's Power Plant in play at the same fime, top to odd 2 to 
your mana pool. 

Urza's Tower. UN Ce Мо № 
T: Add 1 to your mana pool If you have Urza's Mina, Urza's Tower 
ond Urza's Power Plant in play at the some time, top to add 3 to 

ой. 


ИҢ R eevee BSn ABUR 
T. Add either U or R to your mana pool. Treat as both on Island 
ond o Mountain. 


ARTIFACTS | 


Adorkar Sentinel AC eee Ше5 А 
1:40/+1 unti end of tun. 3/3. 


1 Aegis of the Meek ART R oe (Mi 3 А 
1, T: Give o 1/1 creature +1/+2 until end of tum, 
Amulet of Quoz ART Ree [н 6 А 


1, T: Socrifice Amulet of Quoz and бїр о coin. If fip ends up in your 
Кок, torget opponent loses the game. Otherwise, you lose the 
gome. You may only use this obity during upkeep. Opponent moy 
onte on additional cord fo counter 15 effec. 


TEMPEST EFREET 


ART U өө» Wi 1 А 
2T тен attacking creature does not top. You may only use this 
bility if defending controls snow-covered lands, 


Arcum’s Weathervone ART U ee TW 2 А 
2, T: Tum o snow-covered олй into о non-snow-covered land of the 
same type. 2,1: Turn а nonsnow-overed land into а snow-covered 
land of the same type. 

Arcum's Whistle ARD U eee Qo 3 
$T Torget renwal сете mos oko be destoyed ot end d 
tum. The creature's controller may counter this effect by paying X, 
F Ploy during opponent's Ішті 
before his or her ottock. 

Barbed Sextant ART C ose AWe] А 
1, T: оой Bobed Serfont to odd one mana of олу clo 1o yout 
mono pool. Draw o cord ot the beginning of the next lum. 


Baton of Morale. ART U eee |р 2 А 
2: Gre toget cate bending unti end of um. 
Swort „ e 


$T e 43/43, Bury that crete ot end 


ren OF 2 7 
4, Т: Switch target enchantment rom one creature to another 
enchontment's controller does not change пи 
R өө Rh 1 к 


3,1 fixae р ced yout by foce i on tf yo, үш 
that cord as though it were in your hond. I yoy 
ye es and as e del ELO 


Nome Tni Койу Roing Кыш Ую Мше Іші Rz Rong tit Cost юй Мт [11 NICHE 
Velim белйш бегілі 


Fyndhorn Bow ART U e RN 2 IA 2 Pit Trop ART U жее Мо 2 IA = Drift of the Dead SC 90. Bon B3 А 
3, T: Give torget creature first strike until end of tum. 2 15 199 to bury ae ШАШ] поси eo that is attacking "i Counts os wall. Drift of the Dead has power and toughness each 


Goblin Lyre ART R9 MG 3 u 
0: Sacrifice Goblin Lyre ond fip a coin. If you win, torget opponent 
tokes * damage, where * equals the number of creatures you 
control, Otherwise, you take * damage, where * is the number of 
‘creatures your opponent controls. 

Hematite Talisman MT Uee Wi 2 
a 0 permanent. Use this обігу only when a red spell s 

fully cost ond ДЕ ЕН ll cost. 

ke Calon 
X, T: Put a spell on ke don if there ore no charge counters on i 
Put o charge counter on е Cauldron. You may ast hat pl cod cs 
though it were in leat hond. T; Remove the chorge counter to odd 
mono of the type used to put the counter on kce Cauldron to your 


Runed Ar 
Comes into play topped. X, T: [== to moke 55 creatures with 
power no greater than 2 unblockable this turn, 

Shield of the Ages ART U eeso Mo 2 Ш 
2: Prevent 1 damage to you, 

Skull Catapult MI U eee BWo 4 А 
1, T: Socifice a creature to m бю, to 1 e 

Snow Fortress 
Counts os woll, 1: "T edit TA . ЖУ until end of 
tum, 3: Do 1 damage to o nomfiying creature thot is attacking you. 


0/4. 
Soldevi Golem Кк Re Мо 4 LI 
Does not untop. sy he ‘untop phase. 0: Untop one of opponent's 
іні 


d to the number of 7 lands you control, */*. 
С жеее Rim BB АВРАТ 
"ony black or artifoct s may block target creature. 
Flow of Maggots 5С R eese mp B2 4 
Q1. унемй creatures. 2/2. 
Fou! Familiar Ce Мо B2 
Foul Fomilior may not ee Soctfice 1 life to retum Foul ля 
to its owner's hond. 3/1. 
Gongrenous Zombies SC С «ee 5л BBI a 
T: Socifice to deol 1 damage to each creature ond player. 
Өлөр үлі deals 2 damage if you control any snow-covered 


swomps, 2/2. 
Gare of Pain SOR C еее Мо BI А 


mana pool, This mana con only be used to cast ће spell on top of creatures to untop Soldevi Golem. Use this ability only ot the end of For each creature you control that attacks ond is not blocked, you 
Ke (айй. your upkeep. 5/3. moy choose to have it deol no damage to defending player this tum. 
ky Manipulator ART 0 eevee AWe 4 ABUJA 2 Soldevi Simulocrum АС U eee DR 4 Ш 11 к it insted deals domage equal to its power to any target 
J, T: Top ony lond, creature, or 01001. CU: J. l. +1/+0 until end of tum. Қы 
Infinite Hourglass ART Ro ө» HMC 4 1А 2 Staff of the Ages ART Roo А соф WS Ree Du B А 
Put a time counter on Infinite Hourglass during your upkeep. Any Creatures with landwalk ability may be [| 05 2 they did not Torget creature ЖЫЙ, mot W this tum. Drow û cord ot the 
ployer may poy 3 dung upkeep o remove o ime counter, Al hove that йү. beginning of the 
creatures goin «1/40 for each fime counter on Infinite Hourglass, Sunstone MI Ue РЗ 1А 2 Hecatomb ү R essee Nth BBI А 


Jester’s Cop ART R eevee Dr 4 
2, T: Saaifice to look through torget player's librory ond remove ony 
thee cards om he gome. Restle! ly Део 

Jester's Mosk ARDOR өөө» bft, 5 А 
‘Comes into play topped. 1, Т. Sacrifice 10 switch opponent's hond 


2: Sacrifice o snow-covered lond to make oll creatures deal no 
domoge in combat this tum. 

Time Bor ART R eee AWe 4 А 
Put o time counter on Time Bomb during your upkeep. 1, Т: Socifice 
Time Bomb to have it deol * damage to each creature ond ployer, 


Socrfice four creatures when Hecatomb comes into play. 0: Top o 
LER л eU UR 1 Газна Haye 


Hoar 
г MH E Дд 
Howl from Beyond INS С өөө» МРо BX AB,U,R 4th IA 


with the some number of cords of your choice from his or her тү. where * equals the number of time counters on Time Bomb. Target creature gains +X/+0 until end of tum. 

Reshuffle the оу GE a um ofterwords. Urza's Bouble M Ue (O 1А = Hyolopterous Lemure SC U eee Rh B4 А 
Jeweled Amulet өө Dir 0 e e 0: Goins flying ond - ун 4/3. 

1, T: Plate a бое Mud on 15 ‘Amulet, noting what type 1 hand. Drow о cord at the beginning of the next tum. joke U eee RKF BBI А 


1кеди 
Vexing Arcanix ART R eeso бо 4 H ые land, fit is o 5 lond, kequoke does 1 damage 
J, T: Moke torget | nome o cord ond tum over the top cord a to the land's controller, 
his or her library. ЇЇ the player’s guess matches the cord, it is ploced Infernal Darkness EN Roo Po BB2 
in his or her hand. Otherwise, iis put in the groveyord ond that CU: B ond 1 He PELA eru emn 


‘mano wos used. You moy not use this obility if there is o charge 
counter on Jeweled Amulet, T: Remove the chorge counter to odd 1 
‘mano of the type last used fo your mana pool. 

Lapis Lozuli Talisman ART U «e Ае 2 А 


3: Untop o permanent, Use this ability only when о blue spel is ployer tokes 2 damage normal mona 

sucess tod en onc h fread Due elo SE Sphere. MI Ree Rh 4 n Infernal Denizen SC Re Du B7 А 
Molachile Talisman | ART @ 2 А 1 05 tum, oll your creatures oin 42/40. During oll other During your upkeep, you must socifce two swomps or Infemol 

3: Untop о permanent. ats din only when o green spell is tums, ol your creatures get 0/22. Denizen becomes topped, ond torget opponent moy goin control of 0 

suas cot od rear ne ent Т e 0. aÈ aone yau contalo ade dae Gdn colo 
Nocre Talisman Counts as wall 3: Give Woking Woll 3/21 ond enable it to attack. свое. s/l. 

3: Untop а permanent, jn {ч rn only Ri o white spell is This obility may only be used once per tum. 0/6, Wall соппої ойо : Kjeldoran De SC С eese Ве B А 

m cast ond only once. a өй white spell cost. the tums it comes under your control You must sacrifice о crecture when Kjeldoron Deod comes into ploy. 
Noked Singularity | МІ Ме 5 W = Woll of Shields К Uee 3 А B: Regenerate, 3/1. 

CU: 3. Instead of thelr normal Ee Ss produce R, islonds Counts os woll. ЗИ ш књо Stromga SC U eese ро BB А 

produce G, swamps produce W, mountains produce U, ond forests Wor Chariot sese [Wi 3 А Protection from white, BB: +1/+0 until end of tum. В: First strike 


produce В. 3, T: Give torget creature bles until end of tum. 

Wholebone Glider АТ U eee AWe 2 
2, T: Give one of your creatures with power no greater thon 3 - 

тїї end of tum. 
Turon Orb ART U еее SEO А 
0: Sacrifice о lond fo goin 2 life. 


until end of tum, 2/1 

Krovikan Elementolist SC U eee 05) BB u 
ИЗ Give a eh +1/+0 unl end of tn. UU: буе o anole you 
control fying until end of tum. Bury that creature at the end ofthe 


Avon Fh EC Coe Hh B М 


какы gets +1/+1. Drow o cord ot the аа of the 
Une Vampiro SC U eee Оо BB3 А 
Abyssal Specter SC U eee Rip B82 Ifo creature dies during a tum in which Krovikon Vampire doma 
Flying. Opponent ботодой by Abyssal ec must discard a cord ү it, it is put into pH your control. Bury the creature i fKrovikon. 


his or her choice, 2/3, = {отр leaves ploy ot your control, 3/3. 

Ashen Ghoul SC U see [р B3 А + sigs i SC Сее Аа BBI А 
‘Ashen Ghoul can attock the some tur it comes into play. B: Retum covered swompwolk. 2/3. 
Ashen Ghoul to play under your control if there are at least three mors К =» Rh B А 


creatures above it in your graveyard. 3/1. Give target creature swompwok. 
Brine Shaman SC C eee CBr BI IA = deshrocs Sigil EN U eooo Diu BB А 
{Soria o та о gwe o chro +2/+2 untl ond of en BB: Whenever on opponent cesi costs a ren spel; look ot 
ee o ceara о counter a summon spel. 1/1. = that players hond ond discard o cord from that hond of your choke. 
Burnt Offering NT Ceo De B WW È BB: Return Leshroc’s Sigi to owner's hand. 
Sacrifice а creature to add to your топа pool олу combination of lim-Dül's Cohort SC Сее Osh BBI А 


H FF 
u Histum.2/3 
2 Lim-Dal’s Hex EN U eee (0 
Doe, ur al es Td 


pc co mena eg fe егі; m cst 

ook of Ce 

VAN Ia ооб ond is not blocked, you may 
hos t deol ro тоди Не n. you do so defending ployer 


$ „тү poy Bor 3 to prevent the damage to himself or 
Janco of the Deod А Ravel SR Ce Ме B А 
Bring о creature from ony graveyard Torget ployer mast dco п cord rom his or her and Drow o cord 
and with +1/+ 5 ا‎ oe ta 0 T 4 
roller moy. 
oak abies Gi 4 — к Lot араны кы a ud fo 
Bury target creature. ш W block creatures, that hand. a 
Dark Ritual еее jio B ABURAMUA : Mind Whip E Roese Diu BE2 


‘Add BBB to viri D During torget creature's controller's upkeep, Mind Whip does 2 
Demonie Corsuloion 6. U ** 8 олор P a а she spy 3. es 
рі Corn cya ek f 


7 ш in 
gome. f the next cod is the one oi oy hond. I Minion len. SC R өө» [Wi 8864 Б 


А 


not, continue doing this unt i Protection from block. your „ socrfice o creature or. 
кк еюн Малы dos Pea bones рей Т 
Dreod Wight % Roese 060 B83 des (мит . к 
ШАН мї br ік Aue ed lon, ito yion counter on опу creature Med $m SC 
‘permanent. Use this blocked by or blocking Dreod Wi od top it. he eat hos o { Poy BB dang upkeep orate 2 dana I e a! ova 
E e wachen counter, does not top ding top phase. Tho 38/2 until end of turn. 4/4 
3 3 
‘ony time. 3/4. 
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Wome Кай ішу Roing Мы Cost Sets Found Wome 
бир Descipfion 
i Deflection INI R өзе MRa U3 ; ГЕН c Бн We ІЛ T 100 
Torget spell with one torget now targets a legal forget of quoda jing. Т; Torget creature you control, which hos te 5 
Dreams of ihe Dead к] u ES [3 U3 gains fying ond gets +1/+1 until end of tum. If either creature. 
Ш: PR ei nam Er ке акны Меер aA bury the other, 1/1. 
‘though it were just summoned. That creature now hos on odditional : Роіог Kraken SC R see Me UUUB 
CU: 2. f the ойла leaves ploy, remove it fun the gome. Tonge, 0 Soulie olend, Coes in nm. 
Enervote NS Ce Wi UI А bar: 


[I 1 N (st nd 


Top target creature, lond, ог artifact. Draw o card ot the beginning of look at the top. 155 — 5 7 one pus ' library. Either 
the next tum. а АА а Ыы нүче 
Кай Бойу Roig Аб Со Les fan; Errant Minion K Се Ш А ‘ony order. Drow o cord ot ће beginning of he next tum. 


: „ е а E CE DAD ii 
to him or her. He or she may pay 1 for. or Counter target less its caster ‘more mana. Torget 
nse ores eve nen В) мі Ste wishes to prevent hom Eront Мда, spl’ caster must spend ol cle mono from lads ond mana 

T- Top a lond. As leng os Mole Worms remain topped, that Essence Flore К Сен RFU u + baun Xi poll. 

peet pech d Тату FFF . 
АЯ its controler's upkeeps. Intop target creature controlled by opponent ond take control of i 

X Co MB ПГ W Ue ШЕШ „ untlendof tun. You con use thot пейше odo or se dies 

ema qiie E кн жәнне (кезден) 


EN Ro Me BB u Drow o cord ot he beginning of he next tum. ET 
phase, 0: Sacrifice 1 life to set aside the top cord of Glacial Wall SC U eee OM U2 


‘your Богогу. Add that card to your hand at the beginning of your next 0/7. 
N " кайы аы — o u ا‎ 110 И) ШАГАЛ А 
олім o n being cost or ге) or Pcie Insteod of their normal толо, pins produce R, swam 
Тра е cere, f Opens tage noel пеше mst Ie Berg ^h Me UX А pir mots lu ай tur 1 
atc or be destroyed at end of turn. Ploy xing opponent's un Se eer ere SC | Ш Ш А 
before his or her ottock. 1/1. Counter on Iceberg. 0: Remove on ice counter to odd one colorless is у wt no. pa 
Oath of lim bol EN Ree DSh 83 ‘mana to your mona poo. 
For each point of domoge you toke or life you lose, sacrifice one of 
four permanents or. on a cord from your hond. BB: 
Pestile nce Rats. Се Me B2 
equals the number di ом Ix play. */3. 


E deo 
5 Up. 


Seizures к ( eee Ја BI Li 
When torget creature becomes topped, that creature's controller must 
pay 3 or Seizures does 3 damage to him or her, 

Songs ofthe Domned INT С» Ре B А 
‘Add B sia pon ay Gt си шш 

Soul Bum SOR C eee RA А 


001 ooo afr eui а so r 
cost, Goin 1 life for each B spent in this way. You connot gain more 
life from a creature than its current toughness ond you connot goin 
poe ea e 


Soul Kis K C esee Ne B2- И 
B Sci 1 He to ge пейт 2/22 lean. Yeu mor 
spend rono hn BEB in tis way eh 
INT R — + ; 
M emt maapeal ûe | ison” NAKED SINGULARITY URZA'S TOWER 
crfifoct or creature in forge! opponent's graveyard. i 
Spoils of Wor SOR R 5з Pe be А+ 
Put X 41/41 counter on опу number of creatures, distributed ony Ку Prison EN Rose Aa UU Т! % ве Rh U4 
wey you choose. X is equal to the number of своћле ond ortfocts : Росе torget creature cut of play. During your upkeep, destroy Кү М кетш ee dae ee dU анды 
КЕТ aml eine Prison, moy pay 3 to prevent his. a canton o dor 4/2. 
9060 . № i Muionary Fores & C eee Ji U3 EL Spit eee RSp US Dy 
estoy l ns ah or tas digan plor e QUU 4/4. U 
loses this way. koch player may pay 2 for each | domoge he or  fllusionary Presence 5С R eee Kfo UUI card. 5/6. 
Е НРА io ema qs eee Siver Ee SC Uee Mbo U3 1 
Stromgald Cabal 5С К өөөөө Аа BBI А Бау of od cnet fact, 2/2. , trample, 2/2. 
T: ойк 1 Me fo cottar o white spall 2/7 MesonayTemóm EN U eee RA UU ТЕ ЕЛИП ҮТ 


Touch of Death SOR (е MBe B2 А 


1 i idi 
Touch of Death does 1 damage to ony player ond gives you 1 e. V 


CU: 2 Al basic lends re ре ae doped o bos lords of a 
NULL 


different type д your da 


Wi ud of being ат E " кее ee SC сее Po Us a к C eee е UI W 
пі бр» Р Бау fist strike. CU: U. 7/4, i E T үп. As long as you control any snow-covered 
B: Do J domage to each creature ond oll players. You may not spend + Illusions of Grandeur ЕН R eee Olo U3 i N- басыу cits vign ісін 
more B thon the number of snow-covered swamps you control. 2 CU: 2. Goin 20 Не when Hlusions of Grandeur comes into play. If EN о D 
Destroy Withering Wisps if there ore no creatures in ploy at end È Illusions of Grandeur leaves lay, you must sacrifice 20 He. CU: U, Islands may produce on oddition U when topped for mona, 
of tum. 1 Infuse № Ce RGo U2 Snow-covered produce either on additional UU or an 
Vs кун cps, lan oid Dow ct а/ы Don ditional U when topped for mona. This тапа Б usable only for 
of the next tum. 5 cumulative upkeep. 
Krovikon Sorcerer 5С C eee PMo U2 WA. È Soldevi Machinist SC Uee Me UI 
Arnjlo's Ascent EN C eee Du ШЛ А Т: Discord а cord from your hand ond drow о cord. lf you discordeda € Т. Add 2 colorless mona to your mana pool Tee ena hr aff 
CU; U. 1: Target creature goins flying until end of tum. block cord, draw two cords insteod, keeping one ond discording he ‘octivation costs only. 1/1. 
Conjurer 5С U eee Ме Ш ИК) Soul Barrier B Ue сір А 
T: Tum о snow-covered land into о 2/2 creature until end of tum. Magus of the Unseen SC R «eee (fo Ul А Target opponent takes 2 damage whenever he ot she costs 0 
0/2. Ul, T: Untop one of opponent's artifacts ond goin control of it until Коза AL TH ps PLT дн 
Bolduvian Shaman Сее (№ Û end of tum. itis оп and creature, it may айо ond you may U е Rih А 
I Ce ta ctl aval extemal owe a баа use ony oblities thot require topping to octivate. 1/1 i DP 0/2. 
hove а muove upkeep by swing one color word wih another. Mesmeric Trance N. їз» (Н ИЛ u қуы ГЕТЕ ЕТТЕГІ 
That enchantment now has CU: J. / CU: 1. U: Discord o cord from your hond to drow а cord. а кері cud за ү Draw a cord ot the 
Binding Gr ECU ee Rip U3 А i Манок SC С eee Olo UU А Dearing а бегеп мп. 
Poy 10 upkeep or bury Binding Grasp. Goin control of torget gi anta y spal et ыг Mi ү i Wind Spiri SC U esee Кю U4 А 
 aeoture, which goins +0/+1 Tu U2 А 955 Wind Spirit connot be blocked by less thon two creatures, 
Brainstorm WS C =» (фу U Q1 S Doring thot 
Drow three cords, ial Naa NIS a on d^ rechur’s controllers upkeep, he or she pays 1 for eoch music Waters i INS R eee Ebe UX 
yox library in ony order. enen or tbe creature is deshoyed. 1/1 $ Destroy X otfocking creatures t the end of combat. X cannot bo 
Breath of Dreams ÎN =» Pro М? MP Mystic Might Н Ве Ne U See thon бе numberof snow-covered londs you control. The 
CU: U. Green creatures require on additional CU: 1 i 0.0: Topload Sys ig dee oe a nom 12/44 ‘Geatures’ controller may pay 1 or 2 for each crootute to prevent it 
ir ке INS Ce (Ме) А until end of tum. fea soe pa the creature боо and 
Look ot target ployer’ hand. Draw a cord ot the beginning of the Mystic Remora B Cee (шей — combat. 
рих! um QU: 1. You may drow п cord whenever torget opponent sxcessfuly 2 Word of Undoing Ead 
N C seese LWÎ UU ABURA E ul tea pape waren T EA n Return ді creche to the hond ofis owner. Му whi — ^ 
Counter target spell this effect H enchontments you cwn on that creature go to your 


€ 
104 e (7 tsar 


ind. Roity Rog МЫ Cost Des fand 


Wrath of Marit loge EN R eee MRa UU3 А 
Тор oll red creatures when Wrath of Mort Loge comes into play. Red 
creatures do not untop ding their controller's untop phase. 

Zurs Uhr R % [Do U3 А 

id Whenever а player draws 
ü қатар m йке 2 life to force the drawing 
player to b rd te 

Turon Enchanter C see DSh Ul 
82,1: ПЕ I cord of his or her choice. шаі 
used during your tum. 1/1. 

Turon Spelleaster SC C eese Be U2 А 


Т: Do 1 damage to опу target. 1/1. 


MULTICOLORED 


Altar of Bone SOR R eee MBe GW А 
Sacrifice о creature to choose one creature card from your library ond 
odd it to your hond, Reshuffle your library ofterwords.. 

Centaur Archer SC 0 eee Ве GRI А 
T: bed! domaga og jng ce 3/7. 

Chromatic Armor K eese MPo UWI А 


Put o sleight counter on = ‘Armor when it comes into play ond 
choose о color. All damage done to target creature by that color is 
reduced to O. X: Put a sleight counter on Chromatic Armor ond 
change the color that it protects quls X equals the number of 
sleight counters on Chromatic 


Lai А FA U Fed M BU ui А 
ook o! the top five cords of your library or анара 

Put the other on ie of your library in опу order 

Eorthlink R eo RF Бөз А 


Роу 2 during upkee; een Whenever o creature is put 
W rom play, that creature's controller must socrifice 


[17 2 1 A 


Merieke Ri Berit SC Ree Нш BUW А 
Merieke does not untop during its controller's untop phase. T: Goin. 
control of target creature. If Merieke Ri Berit leaves ploy, leaves your 

control, or becomes untapped, thot creature is buried. 1/1. 

Monsoon EN R eooo Nih (42 А 

If on island is untopped at the end of its controller's tum, Monsoon 
deals | domage to that player ond the islond becomes topped. 


Mountain Titan. R өөө [Ве BR2 LI 
RRI: For the rest of the tum, put o +1/+1 counter on Mountain 
Titon whenever you successfully cast o block spell. 2/2. 

Reclamation EN OR eee DWi GW2 А 


No block creature may attock unless its controller sacrifice a lond 
when thot creature oftodis. 

* Skeleton Ship % R жөө» Mui BUS 
Bury immediately if controler hos no islonds in ploy. T: Put a- aa" 
counter on a ceoture, 0/3. Artists: AWe & TW 


Spectral Shield EC U sese MOK UWI А 

3E 
Sensi i SC Roe Ре ШЗ А 
"Da 2 damage 1 taget rs % f қ 


2 0 EEE 
‘ony torget. Artists: Nth & f bes 


Wings of Aesthir EC U жөө UW А 
Give torget воле Ату fist stike, ond 1/40. 
Aurochs SC eee (Ше 63 


3 Ve eee aber ind eas 


meis Beors SC C Oko Gl А 
Elemental Augury EN R oeeo AWo BUR А 2/2. 
3; Look ot he top three cords of ony player's tary ond put hem È Blizzard N Ree Mo 66 А 
boch in ony order, CU: 2. You connot cast Blizzord if you do not control олу snow. 
Es fine INS U eee МОК BUT А covered lands. Flying creatures do not vnd. 
forget creature, Creoture's controller may counter Essence Vortex : Brown Ouphe SC C e DG 6 
Soc exi те толе. ее H в, ұланы IEE a 4 
feto R eee MBa GRW А 2 Chub Tood “ (бе G2 
ТЫНЫ are y көші тни анында 1/1 
torgets. Torget opponent goins 5 Ие. Dire Wolves А 


Ankh docs 2 damage 
to anyone who puts 
а new land into play. 


FLASH FLOOD 


На ані ded de ted hose 
Fie any way you choose ome 
gy e de акд, where ХЕ equi he amont of 


es) Woodlands EN 
No green creature con attack unless its controller socrifies a lond 
se hot creature gais 


me e dooyoo 


EN R essee {Са BR кі 
ан ГИК i 


ing you s reno m he 2/3 ^ 
D ее, e W2 
Hymn of Rebirth SOR U өөө RKF СИЗ А 


jeldoron SC U өөө». 
See hr bade irr ttd 


Dir BRI А 


R see (ы BU j Be 


1 Diu BR3 wi 


1 Forgotten Lore 


ANKH OF MISHRA 


Gains bondng fu contel ony plins. 2/2 
Earthlore ee Du G 
Oi lg lii cree Lu el 

tum. 


Si itm a. 2/2 
E o aa ооло, 
titer, -€ ‘SOR еее (іт 66] 

ers PAR ey pe 

not white, 
Fanatical Fever INS U eee (с 662 we 
i Grease +3/40 а толу ul eod ыл 
1 Folk of the Pines C өзө» Más G4 


61: eid 15 Artists: Nth & (Bu 
Forbidden Lore — (Ru 62 
0. Top. Toa ede ыштар ICON QR 
42/21 tl end don 
ria SOR к= Hk G у А 
оп opponent choose a card from your fou moy pay 
б to have the opponent choose another cord thot he or she has not 
ro ore Path et cod chosen aot bond 
Co 
creature. Creature neither deals nor receives 
Era Drow o cord ot the beginning of the 


Suse 


1 Touch of Viae 


MOK G2 wi 


Nome 


[11 Мыш алі 


Freyolise Supplicant & U ee Muli GI А 
Т o red or white creature to deol domoge equal to half the 
чейле' power, rounded down, to ony torget. 1/1. 

Artists: Шо 8091 

Freyolise’s Chorm EN U eee MOK GG 

raw о cord when опу opponent successfully costs a black ot 
66: ketm Freyolise’s Charm to your hond. 

Freydlise's Winds EN R eee е 662 А 
Put o wind counter on any permanent whenever it becomes topped. 
Permanents with wind counters do not untop. Instead, remove oll 
wind counters on those permanents. 

Fyndhorn Brownie SC Ce Rh G2 
G2, T: Untop а crecture. 1/1. 
horn Elder 


4 
А 

11/1. 
(“ғ Jho G А 
№ А 
Ch. een 7% ers ЛЛ uni ed 


of tum, 
Giant Groth js 25 Wi 6 Ah, b f. A. 
Target creature goins +3/+3 until end of tun. 
Gorila Pak um Ceo Mo 62 UJ 
pio EAE ыны Bury Gorilla Pock 
immediately if you control no forests. 3/3. 


Hot H Ree Ne 61 А 
0: Top lond Hot Springs enchants to prevent 1 domage to 
‘ony torget. 
lurricone. SOR U eee (Br GX AB URARI 


Worric 
D re ДЕНІҢ ES ка Беке 
Johtull Wurm Ке 65 
sw isn gets an ы a ER assigned to block it d 


/ 
Juniper Order Druid SC C eee Је G2 А 
Tuo E dua fee о арво 1A 
ш SC R eese Ре 607 
Wiad oto pum "Pn. 
ше U ee Pro 001 ABJURATUA 
ts aom тай 
Moddening Wind eee DW G2 
CU: 6. During torget ees ang Wind 
does 2 damage to that ployer. 
U eve Rim GI А 


to that 
Nture’s Lore SOR 
Search your itary for one forest ond put iin ploy. This does 
nat count ogoinst your normal lands layed limit. Feshufle your 


library oftenwa 
Pole Beors SC f eee AWo 62 4 
Islondwak. 2/2. 
Alosourus SC Ree Mo G2 ۸ 
%. 
X Ce un / 
Dov айа bison oft hn VI 
legenerolion. EC C eee JHo 61 АШАА 
G: Torget creature d 
Rime SC C eee Hu G А 
Snowcovered forestwolk. 1/2. 

Ritual of Subduol EN R eee Јо G64 А 
(u CU: Ml nme dig lands predicates mona tof 
Sle Yorn SC (= е G7 А 

eee DSh 664 А 
n PI a iin DN 
Osh 63 u 


a E o 
e (GE when свое aks. Обем," 
equals he number of snow-covered отб th creature's controller 
онт. Cea’ toughness come! eee below | his voy 


INS R seese Jia (6 


661 
pce e e Es 
Growth 


Ta Bers desee fo rh ap 
them on top of hs rey in ony order. 

Тарап SC Ce MOK 6 

м бү He op st ego lon or л 


Destroy Кере! lond. Jogo Hf eras owe 


= = = = 


. dim G 

Soc Tander Wal tod RR ko your mora Soa Tide 

Wal to do 2 damage to forget creature it blocks. 0/3. 

INS U ee (М 62 

Torget creature may untop an odditional fime this turn, Thot ehre 
may attack or use oblities requiring the T symbol this tum. Drow o 


H ca r te peel eon, 

$ Trailblazer INS R sese | 662 u 
Target creoture may not be blocked this tum. 

Venemous Breath WS U еә (Wi G3 u 


М агоме ir blocked recu се 
Mente a 


a 
a 
= 
ч 
=й 
= 
ш 
= 
= 
® 
SS 
a 
ш 
a 
— 
= 
ш 
ш 
[LJ 
e 
fa 
© 
4 
[5] 
8 
н 


Іші Ray Rong Kt Cost Les haun 


. see BSa 63 А 


i ENT А 
Al yng eatus lase fing unt end of tum. I Whiteout is in your 
gemi ‘you may sacrifice o snow-covered land to retum it to 

your 


Wiitigo SC Rose Ше 6663 А 
Put six +1/+1 counters on Witigo when it comes into ploy. During 
your upkeep, put а +1/+1 counter on Witigo dit has been blocked 
or has blocked since you last upkeep. Otherwise, remove o +1/+1 
Counter from Witigo. 0/0. 

d Growth EL С» Mi 6 40 4% 
Whenever torget lond is topped for mana, Wild Growth provides on 
6 


extra б. 

Woolly Mammoths SC C eee [н Gol 4 
Goins ample if you control ony snow-covered lands. 3/2. 

Woolly Spider SC C ө» DGe GGI А 
etn 't fiy, but can block flying creatures. Woolly Spider gets. 
+0/+2 until end of turn if it blocks o fying соле. 2/3. 

Yovimaya боо SC | [Н G2 
Flying, G: Regenerate, 0/1. 


Aggression EC Ш ө» т R2 
Тое! nor ul creatures (ріп first strike ond tromple, Destroy thot 
creature ot the end of any tur in which it did not attack, 

Anarchy SOR U өееее Pfo RR2 
Destroy oll white permanents 


А 
Avolonche SOR U eee Ба RR2X А 
Destroy X snow-covered londs, 
n Borbarions SC Сее MPo RRI А 
3, 
Bolduvion Hydra. SC R eeo Ве RRX А 


Put X +1/+0 counters on Bolduvion Hydra when it comes into play. 
0: Remove о «1/40 counter to prevent 1 damage to Bolduvion 
Hydro. RRR: Put o «1/40 counter on Bolduvion Hydra during your. 
upkeep. 0/1 

Barbarian Guides. SC Ce Rh R2 А 
R2, T: Give torget creoture о snow-covered londwolk db / of your 


choice 5 of tum. Return that creature to its owner's hand at 
end of tum. 
Battle Frenzy. INS C eee фа R2 


М your green creatures goin ./, until end of tum. Шым 
creatures goin +1 /+0 until end of tur. 
Bone Shaman SC Ce 
B: Creatures damaged by Bone Shaman this tum cannot regenerate. 


3/3. 

Brand of tl Omen к Re n n А 
CU: R. Torget creature's controller may not cost summon spells. 
Chaos Lord S R cee 

First strike. Choos Lord con attock the first fime it comes into play on 
araa at e Ft Ke I cames dala Count the number of 
your upkeep. I itis even, torget opponent gains 

control of Choos Lord. 7/7. 
Chaos Moon 4 R ose 
Count the number of permanents during eoch upkeep. If it is odd, oll 


rd cawe рі +1/+1 ond oll mountains produce on Fond ; 
for 


when tapped for mono lf 5 even, all red creatures get -1/-1 ond 
oll mountains produce colorless mana. 
[MEI ry 
Toke control of torget and 
Curse of Marit Loge EN R esee AWe es к: 


Top all isonds when Cursa of Marit Lage comes into play. Islands do 
not untop during their controller's untop phase. 

Dwarven Armory EN 
7: Soctic а lond to put а +2/+2 counter on a creature. You moy 


only use this ability: your upkeep. 

Errontry Косе W R [1 
Тин ойе gts 3/40. No other cares con отой His nan d 
юй ле i 

Fame Use Jia R А 

DRY TD. 2/3 
WS C ee о R2 
Flore does 1 domoge to ony target. қылы ықы 
the nant їлп. В 
Game of Choos SOR R өө» Diu RRR А 


(бота forget player сөй р o coin. If you win, you goin 1 Ме ond 


that opponent tokes 1 domaga. Otherwise, you lase 1 Йе ond that 
‘opponent qoins 1 Ме. Tho winner decides whether to continue. The 
stokes: eoch round. 


ON т 


i Grilled Wolverine 


Аа RR2 wi: 


BSa RRRA Wi 
Love Burst SOR 


Du R3 wi 


R esee Gh ez wi 


Design 
Glocial Crevasses EN Roe MoR? 
0: Sacrifice о snow-covered mountoin to have no creatures deol 


ботоде in combat this tum. 
Goblin Mutant SC Ueo Doe m2 


Trample. Goblin Mutant cannot fto if opponent controls on 


Vni Ren Mig (st Le fa Nome 


untapped creature with power greater than 2. Goblin Mutant cannot 


block o creature of power greater thon 2, 5/3. 
Goblin Soppers SC Ce Me RI 


RR, T: Torget creature you control connot be blocked this tum. That 


пей ond Goblin Soppers ore destroyed aer combat, RRRR, 


Target cectur you control connot be blocked this turn. That creature 


is destroyed offer combat, у 


Goblin Ski Patrol SC Се MPo RI 


А 


RI: Goins flying ond +2/+0. nae 


only if you control snow-covered mountoins, 
«end of fum in which this obüty is used. шын 
Gein Soman SC Ue De R3 


at 
А 


Goblin Snowman neither receives nor deals damage in combat when 


b Т: Goblin Snowman deals 1 
erat damage to he aene it 


Walk OF OPPOSITION 


SC Coo (B RRI 
R: 42/50 until end of tum. You may only use this cblity when o 
creature blocks Grizzled Wolverine 

Imposing Visage К (== о R 
Torget creature connot be blocked by less thon 2 creatures. 

Incinerate INS C esse | RI 
Do 3 domage to ony torget. Creatures damaged by Indnerote may 


regenerate. 
Jokulhoups SOR R емені RRA 
londs. 


у 1 bene 
control to give Korpluson бюл! 
S^ ued dtm. zi 
Korpluson Yeti 5 R oseo (Но RR3 
T: Korplusan Yeti does damage equal to its power to К 
gh IE ES KU Yeti. 


С өө» ТІ RY 
torget. lf the torget is o creature, effects thot 


R өөөөө MPO RR2 
ers, dl oter onding алин gn 


e until end of tum, where * equals the number of other 


опо! be used to protect that creature. 


and only once eoch tum. 2/2. ^ 


А 


А 
А 


А 


! creature, 


А 


к: 


creatures. I Marton blocks, all other blocking creatures gon 


attacking 
+°/+* unti end of tum. 1/1. 

NS U esee DW) R4 
Cost on your tum during combot, but before defense is chosen. 
Choose how your теле; are blocked. After dedoring 
blockers, untop ony unblocked attacking creature. Treat those 
creatures os f they hod not oftocked. 

N Uee RG R3 

snow-covered londs um into nonsnow-covered lords of the 


1 
T: Tim land into 0 swamp un its controller's next 
BET B 


А 


u 


А 


А 


i Tor 


i Word of INS 


Med Rarity Roing М9 Cost Sets Found 


Healer SC U eee (Но RR 
RR, Т: Torget creature may not regenerate this tum. RBB, Т: 
Regenerate torget block or green creature, RGG, T: Regenerate torget 
black or green creature. 1/1. 
ish Librarian SC R oseo Ро RI А 
R, T: Toke the top eight cords of your library ond randomly remove. 
four from the gome. Put the remaining four in ony order on top of 


огу. 1/1. 
оа SC (e DR R А 


Т: айе о forest to odd three mana to your mona pool, This mana 
‘con be any combination of green ond red mana. 1/1. 

Orcish Squatters SC R eee RKF M А 
Af Orcish Squotters attacks and is not blocked, you may gain contol 
of o lond controlled by the tending player. you do so, Orcish 
Squotters deol no. IE tun. 2/3. 

Ponit ($ М R А 

lat creature may not ee this tum, Drow а cord at the beginning 

of the next tum. 


Pyroblast INT С өзе |р R А 
Counter torget blue spell ог destroy torget blue permanent. 


Wall of 


А 


Pyroclasm SOR U «eee PMo RI 


Do 2 domoge to eoch creature, 

Sabretooth Tiger SC Ce Ве R2 А 
First stike. 2/1. 
m 5% INS C eseo BWo RI ABURARIA 
estoy torget offa 

Stone Roin E SOR C eee (Юю R2 ABURAIIA 
Bes en oe nd. 

tone Spirit SC Ш eee JMe R4 А 


‘Stone Spirit connot be a by тю creatures, ye 
nehands Of 
"Ton orowe ins К i ee 


= = 


fotol Wor EN Roo Пу R3 
Whenever any player declares on attock, destroy all untapped non. 
wal coo don't attack. Creatures that the player did not 
55 by Totol Wor. in 
U eee 


Bim ot oa, il hg uod 
Мп. 


Wall of Lova SC U see Pe RRI А 
ЕН SEIT 1/3. 

U eee (е RI 

Вау аре ой, Word of Blasting does X damage to the мой. 

controller, where X equals the casting cost of the wall, 


Wis 


Adarkar Unicorn N С жее Olo WWI 
а lle Кш E SACR Е ы 
„дей!н omoi ia. 2/2 


C ee Mo WI А 
ын аны ЕТ, кес Foues may rot be 
blocked bon centre wih роне өзін 1/1 

Arenson’s Aura Ed 15 i 
W: Sry te коки Meee оша анаа aw 
5 
‘Armor of Foith. к Май А 


Тара unt йв Me Й Sa 


05h W2 к 
Untop oll veri lee M аде Н 
+0/+1 unti end of tum. 
Block Scarab К. U eve Ld 


toes 42/41 os long os ony other. 
EXER жалады E 
E E ыы А 


Nome Vd Рабу Raig Kt Cot Ses Fond lane ed Roy reg len (st Ses Found Моле an Ry ang ыш нш /8 
Торі D 
Blinking Spirit SC R eee (Wi W3 А res Skycoptcin SC U eee MPo W4 А £ lee floe ИҢ U eee JMe ШИГ] 
0: Blinking Spirit retums to its owner's hand, 2/2. ig bran fist stike. 2/2. Үш may choose not to untop Ice Floe. T: Тор torget non ying m 
Blue. E К о» AWe W А Na Skyknight SC (ее | W2 А eatur that ойс you. That creature does not untop as long as ке | j 
1 creature gets +2/+2 os long os any other ployer hos ony blue È Flying, banding, fist stike. 1/1. Foe is topped. 
er Torget creature E blocked by blue creatures. Н маа та SC Сее Mo W ІА £ blond C— Мо A3 0 K 4h 
ашты R еее [бо WI LI T: Add U to your mana pool. 
Choose o color. AS буп Я it opponent controls more cords of Кер WS В әәә Шс WI A £ Korplusan Forest UN Re Ne 
thot color thon of ony other, oll white creatures get +1/+1. Bury Coll E Drow o card ot the T. Add 1 to your mana pool. T: Add R to your mono мена? 
to Arms if at ony fime that opponent does по! control more cords of кеті en un domage. T: Add G to your mona 12 ond toke 1 domoge. 
that color than any other color. Lost 0ı [jeg SC Re Ay WW2 1А = Lond Cop esse [Wi u 
Caribou Ronge Н R eee Rip WW? u 7 equals the number of creatures controled by torget opponent. If there ore any depletion. des ‘on Lond Cop, it does not untop. 


WW: Top land Caribou Range enchants to put a Caribou token into 
play. Treat this token as o 0/1 white crecture. 0: Sacrifice a Coribou 
token to goin 1 life. 

Gide of Protection Blak Е Сее Sy 0 ABUR Ath A 
Т: Prevent all damage to you from one black sour 

Girde of Protection: Blue EN C eee Pe " ABU RASA 
1: Prevent oll damage to you from one blue source 

Girde of Protection: Green EN С «ee SE n AUR AIHA 
1: Prevent all dom шр! 10 you from one green source. 

Circle of Protection: R С * m. Ы Қашанда 
1: Prevent oll domage to you from one red sour 

Circle of Protection: White E С ese 8. ‘in АВА, Ath A 
1: Prevent oll damage to you from one white source. 

Cold Snop EN Uee Қа W2 А 
CU: 2. During each player's upkeep, Cold Snap does 1 damage to 
that player for eoch snow-covered land he or she controls. 

Cooperation C eee о W2 А 

Torget creature goins bonding. 

Death Ward INS C ө» Hic W ABURARIA 
Regenerates target creature. 

Disenchant NS С өзеее BSa WI AB RAIUA 

Destroy torget enchantment or ortifoct. 

н. Y EN U өөө» B 1 я А 

wing your upkeep, pay WW or destroy Drought. In order to cast o 
spell that hos B os por of its costing cost or use on obáty that 
requires B, the player must socifice a swomp for eoch B in the spell 
or effect. 

Elvish Healer % Сењ 
Т: Prevent 1 domoge to ony torget or up to 2 domoge to о green 
creature. 1/2. 

Enduring Renewal EN 
Ploy with your hond fca up. If you o drow o creature from your 
library, discord it. Whenever а creature goes to your graveyard from. 
play, retum it to your hond. 

Energy Storm н 
CU: 1. Damage done by instonts, interrupts, and sorceries is reduced 
to 0. Flying creatures do not untop during their controller's 


untop phase. 

Formation INS Roe ЮМ А 
Give forget creature banding until end of tum. tms 
beginning of ће next turn, 


jo EC C cece EB W А 
Put four healing counters on Fylgja when it comes into ploy. 0: 


Remove a healing counter to prevent | damage to the creature Fylgja € 


enchants. 2W; Put a healing counter on А 


Comal tld жй өө Th W3 
Tent toe n. 
с E U eee Ne W А 


10 creature gets +2/+2 os long as опу other player has ony 
Cords. Torget creature cannot be blocked by green кус, 
Hallowed Grund N Uee Dh WI 
WW: — pu CR soo 
Heal INS Се Ме W 


Pe no wc ei e i 
U ee Du WI к; 


ne 
Hipparion sc 
Hippation шай ti penes power 3 or greater unless you 


Justice 7 U өөө» Rip WW2 we 
pibe e eee e Me а spell 
своме Justice deals оп equal amount of domoge. 
{окы өш: 
Kenko Ranger SOPU SNINA ui 
геп creature 1. 
ond Toss spe bon dun 1/1 n 


T; Give torget creature +2, ite 
CT E i 


Kjeldoron Guard ee AWo WI А 
Ew epi m/w nd ha oeaan i 
Wie Guord. Use only when attack or defense is 


bons pk 
prane керін eo ero ts td 
Aen 


SC R esee фу WW А 
Tees үл? voti end of 


dum. 
Kjeldoron Pholonx Sc f eee 
First stike, 2/5. 
5С А өөөө (Wi WW3 u 


T: Redirect oll 
15 eee шып 


RE W5 u 


Rim W2 LI 


R ен Hc WN? wi 


R өө SE WI wi: 


È Red e Si W 


^ We. a AM е 05 counter from Lond Cop at the end of your. 

ете . 1 upkeep. to your mana pool and put a depletion counter on 
Hsu о ployer, that player may poy 3 to prevent Lond Cop. T: Add W to your mana pool ond put a depletion counter 

Geral SS NSC. Ranra ип nl ды D 


T: Soctfice 1 Ме to counter o block spell. 2/2. 

Order of the White Shield SC U өөө» Rip 
Protection from block. WW: фий W: fiie 
until end of tum. 2/1. 


If there are ony depletion counters on Lovo Tubes, it does not untop, 
Remove o depletion counter from Lava Tubes at the end of your 

upkeep. T: Add B to your mana pool ond put o depletion counter on 
Lovo Tubes. T: Add R fo your mana pool ond put o depletion counter 


ADV ADI Sufasuges eua 


MOUTAIN YETI 
1 Prismatic Word К Сее Ui WI u on Lavo Tubes. ч 
i 0 Choose o color when Pismatc Word comes into play, M demone ac шос— та ШШ 
dealt to forge! creature by sources of that color is reduced to 0. кетет poal t a 
Cee Н WW — Gy — ABURARA 


ETT your mana 12 
River Delta UN R өөө Sey А 
If there are ony depletion counters on River Delta, it does not untop. 
Remove а depletion counter from River Delta at the end of your 
upkeep. Т: Add B to your mona pool and put a depletion counter on 
River Delto. T: Add U to your mona pool ond put a depletion counter 
оп River Delta, 


NS 
ing crates уй 4 wt erd oton, 


اا 

ACCEDERE mon 

NS 0 өөө» Meo WI wi 
шг sh dag ak Oar ned eat i 

- SEIL CE I SEES eee 


i Snow-Covered Forest UN U — РА А 
R өөө (Pu W6 u 
Tie Ko кюч de tum in which.  domoged it, it T: Add G to your mano pool. 
Bp lyr ae nd nM See El weste UN U — Ma [| 
зай or ol. 4/4 ; TE Add U to your mana pool Lo] 
€ Ce of WI д } Snow-Covered Mountain UN U — Wi А 
0/3. T: Add R to your mona pool 
ші SC U eee Plo W2 П cec 1 Gu u ٣ 
1, T: etum Snow 1o your mona 
F „„ © Tes 
Swords 1o INS Û еее Kfo W ABURABUA T: Add B to your mano pod. 
Remove torpet aeoe from gome. Creoure's controler допу ke ultron, Springs UN R ө» fro А 
points equal to the creature’s power T; Add 1 to your mana pool, Т: Add B to your mono pool ond toko 1 “ 
NS Ce тен wi: domoge. Т: Add R to your mana pool ond toke 1 
Torget attacking creature does по damage in combat this tum. Swamp UN C— 0% Дашы 
White Scarab ECU eee Ро W M T; Add B to your mana pool a о 
Target dener gets «2/42 as long es ony ether loyer has ony Timberline Ridge UN R өө» Je a 
white cords. Torget creature cannot be blocked by white creatures. If there ore any depletion counters on Timberline Ridge, it does not 
тір Remove о depletion counter from Timberline f pabed by 
of your upkeep. Т: Add 6 to your mana poo! ond put o 
[LANDS ee 
Майот Wastes UN Reve Mo А ten оли Tite ee a 
TAA рузи ют poal. dU o you поо pol ond ia 1 Saee I TARTE РЕМИ 
e e а eee ac М 
T ” сіе] е” Bio 
a Tali ores ee a dm I there ore ony depletion counters on Veldt, it does not untop. 
Forest UN C — Ро — ABURARM Remove a depletion counter from Veldt ot бе end of your pk. T: 
T: Add G to your mona pool. ‘Add G to your mona росі ond put a depletion counter on Veldt, Т: Add 
Glacial Chasm UN Ue W to your mona pool ond put a depletion counter on Velit, 


u 
isi Cini Ct aly, You 
т ro cd. А ток doef yous diced toO 

is UN R өө» Meo 
CU: 1. No creatura moy cttock f it алық, 


Ноте Бойу Artist Со Resource Body 
Subtitle. Description 


Johann Bonengel R 00 В ff 5 
Unique. Turn forTwo Power. While Johan is unturned, opponents 
cannot play states on your cards, 

Johnny Tso R в 0003 D 4 
Heroic Gunmen. Unique. Assassinate against Eaters of the Lotus 
characters. Weapons ployed on Johnny Tso have no cost. 

Jueding Shelun К Mo HE а 8 
Eunuch Sorcerer. Unique. You may turn any cord in ploy when 
Jueding Shelun smokes о character in combat. 

Kon li R 06 HM Е 7 
Marfil Artist, Unique. You may smoke ony States on charcters in 
combat with Kon Li before combat is resolved, 

Kar Foi b, bog 000007 DX П 
Kung Fu Master. Unique. Guts. MI other Dragon characters you control 
gii овой ond +1 Fig іш whi ku 2117 ap. 
ofthe Mmm 12 


fel Warlord. Ша i poyer i toke control of King of 
the Thunder Pogoda at ony time 1 8 power, All Thunder 
characters you control m +1 Fon ting. 
Kun Kon m Е 5 
forth Demon. peret 
liquidators ү 3 3 
Pledged Enforcers. +1 damage i you oso contol a T dusche 
Luis Comacho R M 4 2 
910 Hood. Unique. Goins +1 Fighting for each Hood ca cord in your 
smoked pile, 
Mod Dog СТ ЗІ 0004 D 6 


Nome Rarity Artist Cost Resource Body 

лала. Sibi. Description 

CHARACTERS 

Name Rarity Arist Cost Resource Body 
Subtitle. Де 

510,000 Mar U Df м ыі Jh 
Jefe o Toughness: | [ишш е: Fist of the Bear U MP 

Abysmal Daughter R Em Е Lodge Enforcer. 
Vompiric Demon. Unique. NUES oisi meas Fong Sai Yuk N ме 06666 б 9 
character is smoked. Mortal Artist. Unique. Superleap. 

Abysmal Horror с Friends of the Dragon ү Oh 1 D 1 
Demon, Regenerates. Drogon Supporters. 

Abysmal Spirit U Gadgeteer 
Ghost Assassin. Assassinate. 


Everday Hero ү Wa 2 


qus Scrapper, Guts. 


D 


KFo E 
"is fen Score and oll joa is of 1 a in ploy. 
6 


SVC B 


Resourceful Techie. Goins +1 кї for a Hi T M poced 
Adrienne Har R Mle ММ A 11 5 У Bg hse Бра tes Ба, 
1 Martial Artist. Unique. States жп» ployed а Adrienne. i Gao Zhang В М FEEEEG Еттт 10 : Mask ed Meng Nth 03 0 4 
Alpha Beast V Me 2 Center of the Lotus. Unique. Tum Goo Zhong fo change the torget of Viglonte Hero. Tokes no лен from dhorocters with a Fighting 
Eorly Model Abomination. ап Event cord. score of 1. 


Arcanotechnicion U Mo № Amh 1 
Buro Scientist. Turn Arcanotechnicion and toast o character in your 
smoked pile to retum ony card in your smoked pile to your hand. 

Arcanowave Researcher U 062 H тһ 1 
Scientist. Turn to fotce forget player to discard a cord at rondom from 
his or her hand. 

‘Average Joe 0% 3 D 2 
Be Color Hero, теча 1 


Gardener. C Ne 6l Gc 1 
Devoted Follower. Тот to remove two damage counters from a feng 
shui site. 

General, The у 664 6 
Mitory Mastermind, Тесік. Al = that attack with The 
Generol goin Tct for he dation of the attack 

Ghostly Seducer R S en! Em 1 


Maverick Cop U Nh 03 D 4 
GunrToting Hero. Takes no damage from Hied characters, 
Midnight Whisperer E 
jomination. Ambush. 
Might of the Elephont U MPo 4 A X 
Lodge Enforcer. X is the number of Ascended resources in your 
resource 


Demon Sorceress. Tom to send any tuned осе bod lo is Military Commondont U M M А 1 
Banlechimp Potemkin R RF и л 5: mme al Pledged Mastermind. Tum and maintain to give ше! character 
Subversive Leader. Unique. Turn to untum any number of Jammer Gnorled Horror U 1 +2 Fighting. 


characters whose combined play cost does not exceed 4. 

Big Brother Tsien Rf Be 2 E 1 
Demon Hood. Unique. Pay 1 Power to give Big ішін Tsien +3 
Fighting until end of мр You may only use b bility 95 per tum. 


Me іт? t 
Demon. Any character domoged by Gnorled Horror is smoked. Does 
not affect characters with vehicles, 
Gnarled Marauder U 0% Em3 E 3 


Monster Hunter U Ма B F 3 
Timewalker. Tum ond maintain to control 0 ш or sii. 
Mooks. Ro 


Demon, Any damage Gnarled Morouder does to o site in on attack is Mercenary Hoods. 
Mn bi $i eee deren te dud fen. Моно R Ше lte? — 13 
Kicker of Butts. Guts. To hness: 1 i Golden Candle Society V MOK 1 « 1 Demon Queen. Unique. (cou fumed to attack, Connot heal, 
Brain Eater. U 0 Secret Society 31 Ma А 
Abomination. Ambush, 2 Green Monk U De 6 & 4 Lodge Mastermind. шд». one to control a character 
Buro Assassin с m R F 2 B 


‘Mortal Artist. Toughness: J. with o play cost of no greater thon 3. 


Covert Operator. Ambush. 

Buro Offical U 09% м i 
Vile Bureaucrat. Tum to give o chorocter with a play cost of no greater 
thon 3 Ambush until end of tum. 1 

Cabinet Minister C ow А А 1 
Pledged Politiion. Тит ond maintain to control or cancel torget Edge. 
Гари Edge leaves play while under your control, Cabinet Minister l lear bomb 
is smoked. H Ў | and you mis 

Capoeira Moster к Mo шш 0 5 4 0 
Маа Artist. Does +3 danas vien tcn E ) pretty colors. With 

Chin Ken Ё 664 Ge 7: ( 

Kung Fu Master. Unique. Gains 111 bilities of each character he is in 
combat with until combat with that character is resolved. 

Chinese Doctor с А 0 0 . 
Mise Physician. Tum to heol target caracter. " 

Chromosome Screamer U AW М 4: - : Ev i lomb. V 
Escoped Abomination. Guts. «2 damage ogoinst Adis dhe 2 + a У 

choracters ond sites. а ді: 
Church Official U Hu м А 
ied Operative. Turn ond pay Power to cancel ond smake ony 
Mog cord in ploy. 

Confucian Soge U Me 62, & 

Font of Wisdom. Tum to look at torget players hond, 


Desdemona Decthongel RAMS AMS А Я CHARMED LIFE 
Abomination. Unique. Ambush. 


DNA [2 à с C 1 Hm 1: 
сой! Scientist. Cannot tum to cock. Gruff Lieutenant. C м N А 1 
Dr. April Mucosa ПИШЕ fz аю 1 1 еу, © Muckroking Journalist U NC A2 1 
‘Mad Scientist. Unique. Ta ^o reduce the damage torget choracter Homo Or MMS  Ammm 10 Pledged Operative. Turn and maintain to prevent torget pers 
inflicts by z um end of tum. Buro Corp Unique пнен i from unturing normaly 
Droo RO Mo МАБ A 12} Hopping Vampa 4 t 4 i Mutoid U Qn м А 
Lodge Enforcer. Unique 1. Ancient Monster, i 00 Abomination, Guts. Mutd's domoge is increased by the number 4 
Пори L^ iof E: 5 004 D 5 $ lola Monė R D 8: ботоде counters on = 
lersatile Combatont. tne 7 ‘Martial Artist. Unique. l 7 i 2 ‘Mysterious Stranger 
Drogon Fighter WE a D 4 йома d (irs ner ri Te e cda e сосн a MEC 
Streetighter. Guts la Warriors сж 2 we 2 Asters Stronger loses ol poner 
Dump Warrior 2 h 2 Netherworld Soldier, i Nine Cuts Rih 4 = 2 
Scene Sepp © resource symbols when plying Weopors = Imperial Guard U Wo E ion ке а а Я 
15 vehicles on Dump Warrior. Ancient Cop. Imperial Соога. +X Fighting, whe X ‘the Nin Т 7 
Monior — d eee иери. Uie Taie Twin tig 
‘Subversive Op mecum те in, таа, Instrument of the Hand V он 2 & 2 : Old Hermit Om 2 
di 1 characters. 1 Martial Artist. Wily Saone Tan Tom od poy | for E m m 
eri Jock Donovan. R Ша 0005 D 1 далее weber card, 
Soge. Whenever you im ak DANS ien ei Maverick Cop. Us weld. | Old Mes R RE 685 
fons йө 16 2 2 fsa get Доб оне bd кеі мін ні ДИЗ EU EET ee 
tcorous Bureaucrat. i 


1 
108 QUEST 


Nome Cost 


Subtitle. Description 


One Hundred Nomes U RKF 663 
Legion of Followers. Cannot attack. 

Orange Monk U ме 65 & 
Martial Arist. Superleop. Orange Monk gains +1 Fighting for each 
Stote cord on him. 

Oscar Balbuena R Jn 0005 0 
Korate Cop. Unique. Oscar Balbuena untums whenever you 
пе ottocked. 

Phillipe Benoit R Dh А 
Pledged Assassin. Unique. Stealth. 

Pledged, The V № 1 
loyol Initiates. 


тыуа Ба MM А 8 

‘Abomination. Unique. Prototype X's Fighting score is reduced by the 
number of Chi charactes in ploy. 

PubOrd Шш Y wi 1 F 1 
Security Cop. 

PubOrd Sniper C Me п 1 
Cop. Turn to do 1 point of demoge to on attacking character, 

PubOrd Squad с 3 F 
BuroCops. 

Quoi li R № 662 6 
Spy. Unique. Tur to inflict 2 points of domage on ony 


unrevedled ste. 
on Lo RO RE 0000566 Gec 
The Perfect Moster. Unique. AI Guiding Hand characters you contol 
goin Superleap. 
Queen ofthe ke Pogoda R Nh 6 Mmm 10 
Netherworld Mastermind. Unique. Do one domoge to Queen ofthe 
Ice Pogoda to smoke o State on any character you control. Al of your 
Ке chordas gain +1 Fighting. 
Reconstructed, The Ao МАЗ А 5 
Stondord Abomination. 


Redeemed Assassin R obe у i 
limi Kiler. You con ploy Redemmed Assasin during on opponent's 
un Redeemed Assassin hos Toughness: 1 for he turm he comes 
into play. 
i CC Don e D 1 
шиені ANI ИН 
Righteous One is unturned is smoked, 
Ring Fighter (52 25 
(шісі Arist. P 
Shadow Creeper lo 
Eunuch Assassin, Assossinate. i 


Shadowy Horror 
"т Regret 


Roy Mist Rese Body 


0 


Shamanistic Lieutenant 


AMANISTIC LIEUTENANT 


кит R LW 003 Dm 4 
5 “iny Demon or Abomination in combat with Shomoristi 
Lieutenant is toasted before it P2 domoge. 


Shaolin Master © 8 8 
Natal Mf 


A ү Mbe 3 & 3 
Shootin Monk +] damga it үш, 55 жай: Shootin Master, 
& 1 
Shaolin Warrior dl 
s, You may spend 1 power to give oll Shaolin Mares 
Maria leap unti end of the tum. 
you con R M МАЗ А 6: 


: i 
Stel of he ылан Cannot attock. Tur to redirect domoge done to 


jte from one source to Shell of the Totis instead. 
oy feng e He GE Ge қ 
Shih Ho Klos. Unique. X = попын of C resources n 
your pod. U А 003 0 5 
Silver Band on 
Legion of Supports 


05 0 в: 


Í Trang 


Nome 
Subtitle. Description 


Silver Fist R № 
Cosmopolitan Hero. Independent. 
Sinister Priest Y Ph 1 
Macabre Sorcerer. 
Snoke Man R wW 4 
Demon. Snake Mon heals @ the end of eoch tum. 
Soul of the Shark U Mg 3 A 
Lodge Mastermind, Tum to change the subject of a State cord os itis 
ployed to a different subject with the some controller os the 
‘original subject. 
Sting ofthe Scorpion A 
Lodge Assassin. Assassinate. 
R A 


Pledged Commanders. Tactics. Stealth. 
Student of the Bear ү 0% 
Pledged Мал Artist. 
hen R Mbe 6065 6 
Unique. Supedenp. You may not play states on Sun Chen. 
U No AM 


Roiy МЫ (о Resource Body 


0004 


1 


Lid 2 


сш RO А 

Pledge Financier, Tum for 1 Power. Suis Bonker is smoked d you 
hove no Power in your pod. 

Swordsman Ni 1 
Foot Solder. 

Tactical Team R мм А 
Bruo Cops. Con be ployed during on opponent’ tum. 

Tetsuya Yanai R Mo М 
lodge Mastermind. Unique. Turn to wich the locations of ony two 
sites belonging to a single controller. This diy comot 


ү 1 һ 1 


1000 Tongues Toughness: 3 unti end of un 

Thorns of the Lotus = Y M 2 E 2 
Fanatical Archers. 

Thunder Knights сю 2 M 2 
Netherworld Soldiers. There is no limit to the number of Thunder 

Nights you con put in your deck. 

Tomb Spirit в Rp Ез E 3 
‘Supemotural Creature. Toast one of the characters in your smoked 
pile to give Tomb 5рїй +2 Fighting unti end of tum. 


THE DEMON WITHIN 


2 Tooth ofthe Saoke U MG Мм A 4: 


Lodge Assassin. Stealth. 
wil Persuoder R Ko ©з & 1 
Mastermind. Tum ond mointoin to take control of torget character. 
Lose control of chorcter ће Power in your pool does not exceed the 

character's play cost. 

Undercover Cop U Mo № А x 
Fledged Operative. Stealth. X is the number of Cop characters you 
control. Соп chuck back row sites. 

Unspoken Name, The R SWC 
Lodge Chairperson. Unique. Cannot turn to chest Tum to give 
Stealth to ony number of characters whose combined ploy cost does 
not exceed 7. This lasts until end of tur. 


1 Vasak of he lows ү Мо 1 E 1 
Ancient Hoods 
Vivisector и ANo м № 1 
‘Abomination Scientist, Tum sach ond vaten а chorocter to goin 
Power equa fo the character's play cost 


È Feast of Sous Е ПО Кы 


i our turns, 
2 Hill of the Turtle u Ne 62 


og 


Imperial Boon R нш и 


Monkey King 0 fo [1 


£ кіші u 


È Rockets, The u sa 3 


H your turn. 
3 Reinvigoration Process (Жа я 
aL ‘You may play Abominations from your smoked pile. Misprint: The 
artwork on the Limited edition is a copy of Cellular Reinvigoration, 
done by Te. 
R А 4 
Тот ond maintain; по attacks canbe declared ogoinst 
— 
Seed of the New Flesh 2 


MWS А é { 


1 Spirit Frenzy 


Nome 
Subsite. Description 


Vladimir Kovolov R Ме ММ A 7 
Lodge Mastermind. Unique. You may discard an additional card ot the 


beginning of your tum. 

Waker of the Purple üg U Ао 1:5] fmm 6 
Eunuch Sorcerer. Whenever Walker does damage to о feng shui site 
in on attock, you may do 2 points of damage to опу target in play. 

Walking Corpses е 2 Ё 4 
Undeod Servitors. Cannot tum to change location ond cannot 
be heoled, 

Web of the Spider R Mo ШЗ А 3 
Lodge Mastermind. Tum to change the position of torget character to 
ony location on its controller's side. This ability cannot be used during 
той. 

White Disciple с Wi 2 іп 2 
Eunuch Sorcerer. Tum to do 2 points of damage to any target. This 
does 1 damage to White pex. os well. 

= 3 


White Ninjo R Ko 

Assassin, Unique. Steclth. Ambush. 
GG & 1l 
юж к n 


Rory Artist Сой Resource Body 


Wong Fei Hong [и 
Yung Fu Master. Unio 

Zheng Yi Quan i 
Kung Fu Master. Unique. 


Ме 


EDGES 
Nome Коту Artist Cost 


Arcanowave Reinforcer u р M 
AM of your characters do +1 damage ond ore 
considered Abonincóons 

Chains of Bone u боор 


‘Whenever one of your 
Feasts of Souls leaves рі 


xters is smoked, you goin one Power. If 
the player to your lef gan ll of 


you power. 

Fire in the Loke у Me 663 
You goin 1 Power whenever on attack is declared одда you. 

Flood on the Mountain U һе E2 


Dragon characters toke 1 point of damage at the beginning of each of 


Foch player must spend 1 Power ot ће stort of eoch of his or her 

tums, or one High Tech cord that player controls is smoked. 
Hungry, The U BWo пт! 

Goin 3 Power whenever you bum o site for victory. All your chorocters 
tnd sites suffer 2 damage if The Hungry hows poy. 


Ke ml 
Тот to look at the top three cords of олу player's deck and arrange. 
the cords in ony order you wish. 


Tum to retum on Ectes of the Lotus cord fo its owner's hond, 
Trail u Ша MO 

Gain 1 Power for eoch cord ол opponent discors. You connat goin 

more thon 2 Power o tum this way. If Poper Trail leaves play, oll of 


its goin 1 Power. 
un byd MOK M 


No characters con tum to change location. 
ility Manipulator R Mo мм 
Unique. Tum to increase or decrease the vole of ony number on 
torget cd by uni end oF um. You cono! reduce ол бй to 0, 


Does not affect play costs. 


Edge. Comes into play tumed. Тит fo toke 1 Power from torget 
food e а odd т Jo on: Gn only be used ding 2 


[] Doe к 
Foch ployer must spend 1 Power ot the stort of eoch of his or her 
tms, or one Chi cord thot player controls is smoked. 
Shifting Too MX 61 
enever you are attacked, you moy remove 1 domage counter. 
from one of your cords for eoch белок poke in the od 


Sool Maze a ml 
Тип fo couse two chorocters in combot to swop Мей special obits 


xd the speci abilities of cords played on them for the duration 
of combot. j rpm 
You may tum o Magi character to do 1 point of damage to o 
chorocter thot hes just been damaged 


koch player must spend 1 Power ot the stort of eoch 5 his of her 
ors, or one Magic cord that player controls is smoked. 


Enters of the Lotus characters tke 2 points of domoge whenever 
they become tumed, 


EVENTS 


Name Rarity МЫ Cost 
Description 

Abominable Wave C Ме т 
ance ond smoke o Chi cord. i 

Arcanowaye Pulse u Nie Al 
once! ond smoke a Guiding Hand cord. 

Array of Stunts U Hu bon 
You may move опу or oll of your characters to any locations on 
you side, 

‘Assassins in Love ЈВа 000 
‘Al Assassins in play come under your «и шше, 

Back for Seconds Di: 
ntum forget character, 

Jonis R Me Egi 

All Drogon characters in play return to their owners’ hands. 

Beneficial Realignment C JBo 6l 
Heal forget chorocer or site. 

Bite of the Jellyfish u ю 


Түмен егінін Yoo un lore he pod 
of the player who burned that ste, including ony power ined Кот 
boring the site. 
Palm “2 
Rohan apt odo soe hond bes tft e br «ав. 
гор 


к C 
ү беп one of your sites Б oltocked Torget site and oll characters 
at is location suffer 3 points of damage 
Bul 1 R Po АЮ 
players goin 5 Power 
Caller irn и м ne 
9 eis Gus nd в rol smoked when 


Nd inflicted on equals or exceeds ee 
"n 


P ori yo eG uaa uere ны 
“ш chores that hore coke you ths tum nal легер. 
e e Cof x She big ph 
Cancel ond smoke on Event or State os it В d. Does not 
еа cords rect in ploy. 


Covert Operation M № 

even en Bos bond ft al pyro dad ra а 
of you choice 

Crucible, The RKF 001 


d: Damons реу. Oh Wal, Be Bye aw 


tio TAMAR cho es + 


Tomb of the Beost U м; 


Wind Across Heaven 0 № юш? 


Name Rarity hist Cost 
Description 

Gy ofthe forgotten Ancestor U Mo MI 
Cancel ond smoke target Mogic cord. 

Curtain of Fullness U Ne mm0 


Torget ployer must discord three cords at random from his or 
her hand. 


Dance of the Centipede С E 


Turn torget cord ond cancel ony effects generated by i s tum. 
Dangerous Experiment R Hiu 
You gain 5 Power. The opponent to your left may toast one cord that 
you contol 
Dawn of the Righteous C ІҢ d 
Remove up to six damage counters from cords which you control. 
Difficulty at the Beginning 0 К 
Play when your opponent plays о card. Your opponent must poy 1 
йй Power or the cord being Mes is toasted. 


Redirect oll damage from one source to o. ydo үш (кіші; 
Foked Death 
Return o character from your smoked pile to your hon 


Final тані C E wi 


Al characters in ploy tke 2 points of бото 


Golden Comeback C Nth 02 
Токе one character from your smoked pile ond retum it to play. 
Healing Earth (с Nle 0 


Remove X damage counters from the cords you contorl, where X is 
the number of Chi resources in your 70 

Hostile Takeover Mi № 
Play during on auction, The Це side must give you Power equal 


to his or her bid and you win the ii 

Imprisoned ho A 
Torget characteris returned to its owner's fond. 

Inauspicious Reburial с RSp él 


Toast up to X characters in on opponent's smoked pile, Men xis 
the number of Eaters of Lotus resources in your pool, 
Infernal Plague 0 06е 
А choracters at target location toke 1 point of к 
Into the Light 
Toke ony card Кот your smoked pile ond ploce it " Y hond. 
Iron ond Silk 15 
Until the end of the turn, опу damage inflicted on subject character 
when it intercepts is. reduced to 0, 


dung dan C шол? 


Al sites in play toke 2 points of. “ш 


1 Lorcenous Mist Nh тт0 


All speciol ma ond States possessed 0 torget character 16100 m 
0 10 the duration of this tum. 
wi 0 


a ra cms goin Toughness: 1 until id of tum, 

Lost Stond R AWo 
Гол opponent has more feng shui sites thon үші, oll of your 
chorocters goin +2 Fighting until end of ПЫ 

e | P E E M 40 

fake 1 power from target player's it to your own. Con 
олу be played during p? tum. 4 


Н sais еді [s Mbe Gl ; 


Play only when you have been attacked. Bring o character from you 
smoked pile into play for the duration of this combat. Character can 
only be used fo intercept. 


$ Natural Order C 100 Gel ; 


Cancel ond smoke a High Tech cord. 
Nerve Gas с OF fl 
Is et character is smoked. Does not affect characters with Magic or 
Tech in heir play costs. 


i D Bomb U oft Mhà 


‘Al characters in play ore smoked, 


Now You've Made Us Mod 6b 


Gan Ponor vin X E a Rac You as bt 


P ошын fr 02 


‘A High Tech cords in ploy ore retumed to ho nna tnd 


Operation Kildeer C Ro 0 


Torget character inflicts no domoge this tur, 


Orbital Laser Strike 


с 
Do X domoge to Ln sito, where X is the number 4 ji t 
resources in your pool. 


1 Police State U w а 


Concel ond smoke a Drogon cord 


Positive Chi 661 


koch player may toka any cord, except o pr shui P 1ТЕ his or 
her smoked різ ond put it no ploy ot по cost. 

Progress of the Mouse 0 Nis 61 
For the duration of the tum, any Power spent by target ployer goes 
o your poal No chorocters or sites may bo played in response to 

5 o 

PubOrd Roid c fo 

МЇ characters at torget location become tumed. Con bs be payed 
fout tum. 


К-ы с MG Al: 


[co Edge or State. 
Return to the Center d 
T Sao re Чака ppl ol rsd 
Rigorous Discipline С ЈМ 
Тир! horde goin е eben spadol iis of cn or 
chorocter in play For е rest of ће turn, 


MMO 


Expendable Unit ж n 


шш: 


| Auspicious Termites V 5 


t's hond. 
i шайдай V 


} китү Home 


Nome Rarity Artist Cost 
Description 

Roar of the Beast [4 Ма мм 
Cancel ond smoke torget cord. 

Robust Feng Shui U M 662 


Redirect any domage done to target feng shui site from one source to 
‘ony forget in ploy. i 


маде y Me 

Return опу High Tech cord in your smoked pile to your hond. 

Satellite Surveillance U MG 
You may reveal up to X sites, where X is the number of High Tech 
resources in your pod. 

Scroll of Incantation Ne тт! 
Search through your deck for on Event 0 odd it to your hand. You 
must play this Event immediately or it is toasted, 

Shattering Fire Св m 
Target беле oes X domago, where Kis the number of Mag 
resources in your pool. 


Shattering J 
үү in ploy ore smoked 


Shing Loyalties R Pfo 
You become the controller of oll Mercenary ond Pledged characters 


Bp ой 


1 бов d Emergency u fl 


Limited. Draw a number of cords necessary to fil your um to 
six cords, 

Subterfuge | Ны Аф 
For the rest of the turn, target player must pay on addtional 1 Power 
d phy m cord, No characters or sites may be played in response to 
this cor 

Suicide Mission R Іт MI 
‘Smoke опу cord in play. Torget card's controller may immediately 
smoke one of your cards of fs or her choice. 


È Superior Technology Ci теме 


All your characters inflict +1 damage until s of tum. 
Thunder on Thunder. Me 
‘All Edges in play ore toasted. 


i Tortured Memories е SAL E 


Toke control of torget character until the end of the turn. Character 
comes to your side unturned. 


00 Victory for the Underdog svc 0 


Cancel ond smoke опу Architects of the e cord. 

Wind on the Mountain 00 GOX 
Return X Event cords from your smoked M ^o your hand. Toast Wind 
on the Mountain fter use, 


SITES 
Name Rory Arist Power Body Туре Cost 
Description 
лыт C Н. 5 (51d 2 
gives you 1 High Tech resource for eoch Buro or 
PubOrd character you control. ы 
Alchemist’s Loir C ІШІ 5 БЫ 2 


Ancestral Tomb ү MI 5 ng Shi — 
‘Ancestral Tomb's Body is increased by the. peel ad characters in 
your smoked pile. While Ancestral Tomb has damage counters on it, it 
does not count toward fulfilling its controller's victory conditions. 


Artists; PFo & КЮ 
$ Ancient Grove C Nh d 5 Sie 2 
i Ancient Temple — V Kol 5 Feng Shui — 


An бае neca vh coding Ancient Tel infit o 
damage on Ancient Temple tis м 

Feng Shui — 
oa be bumed. | soe 1 5 Termites returns to its 


ІҺІ 7 Feng Shi — 

Whenever о player declares on attack on Blessed Orchard, transfer 1 
Power from his or her pool to yours. 

Cave Network N ERIE 47 eng Shui — 

If оп attock is dedored ogoinst Cave Network 2 you YU fend no 
characters in play, 2 may turn Cove Network to. 8 о character 
with a cost of 3 or T ol no cost. 

Cty Square We 1 6 FengShi — 
Unique. Tum to wie iod done to forget. v Y ‘one source 
to ony other site you contol 


$ Drogen Mountain R 881 7 Ғы — 
Unique. Toughness: 1. 
$ Drug Lab i „ Hood 1 


Limited tg bis Sed nd by a Cop cord 
Family Estate 5 бе 

m s оп mo n P i Fomily Estate takes 2 
damage whee а oe go dorer Б me 


Shui 
es on tena ob ower a e rh 
more Power than you 


1 Family Restaurant’ У н) 


Regenertes, tse терй. 
Fox Pass НЕ 1 Feng Shui 
(кетем pa rede RIT 
Конон site you с 


1 Groveof Willows У M1 6 Su — 


туро ада air Чы Ж, in on attock, 

Power to the number of choracters that attacked it. 

Hallowed Earth [3 feng Sha — 
Тың rois sind d Rod yo EO EE mon 
feng shui sites thon you, you goin Power equol to the number of feng 
‘shut sites he or she controls. 


Nome Rarity Artist Power Body Туре Cost 


Description 


Hanging Coffins, The R Mol 6 а — 
Unique. Tum to give torget character Tactics until el tum. 


House on the Hill С Mo 1D 5 Sie 2 
Characters at House on the Hill's location have Toughness: 1 when 
1 5 otfockers, 

Illusory Bridge C MoO 3 Site m0 
May be placed in ony legal position on on opponent’ side. 

Infernal Temple С Мо 1Е 5 Site 1 
Infernal Temple provides 1 Mogic resource for each Demon 
you control. 

Inner Sanctum. V Mel Il Feng Shi - 


Once Inner Sonctum has been revealed, you may not place new feng 
shui sites into its column. 

Jagged Cliffs Y 8 FengShi — 
If logged 0145 Body is vial ry тео, all pany ‘tits location 
suffer 3 points of damage. 

Kinoshita House f Kol 4 кам — 
Unique. Тот to untur on attacking chorocter. Torget choracter 
receives ond does no damage during this attack. 

Lily Pond V Mel 4 Рб — 
Tum to switch the location of ily Pond with ony other feng shui site 
raid contiol. This may ian 70 site is torgeted ишш 

Mr 1 8 Feng ss 
Tokes no damage кт ‘ony character that is he Шы a 
vehicle stote, 

Mountain Retreat ү Mel 6 fen dn — 
Once revealed, Mountain Retreat connot be. 
two character in on attack, The defending player decides which two 
characters actually inflict domoge. 

КИ Ше EA R 515 1 T 8 ES = 

rique. А player who attacks tee may not decore ony 
other aus or the rest of the me 

Police Station f МО 10 Ste 1 
Тит ond maintain to give torget Cop +2 Fighting, or tum to do 
2 points of damage to target Hood character or site. 

Proving Ground U IS 0 6 Feng Shi — 
Proving Ground becomes turned when it is — 00 Tum to ploy a. 
character ot -2 cost. This is not cumulative with other 


Proving Grounds, 

Red Lontem fem The R Ale 1 7 feng Shi — 
Unique. Tum to give forget character Assassinate ogoins tumed 
characters until end of tum. 

Sacred Ground V NhI 9 Ру — 

Sacred Heart Hospitol R НЕ! & Feng Shui — 
Unique. Tum to heol torget chorocter. 

Secret Headquarters R М 2 10 Site 3 
Limited. All sites you control toke 2 points of damage if Secret 
Heodquarters is smoked. е 

Secret Laboratory С М Ih 5 Ste 2 

Shaolin Sanctuary C D$ 16 5 S 2 
Shaolin Sanctuary provides you with 1 Chi resource for each Shoolin 
or Monk character you control. 

Stone Garden V Ne] 6 Р — 
Tum to remove | domoge counter from torget TE 

Trade Center C А2 9 3: 
Feng shui sites to the immediate right ond left of ГЛ Center 
generate no power H 

Turtle Beach R м1 & Feng E 


Unique, Tum to redirect damage done to 0 1 45 dd asinge 
source to Turtle Beach instead. 


Койу Мы — Cos 
Description 


‘Alabaster Javelin т! 
Weapon. If subject characteris smoked, 4 3 points " damage to 


Ala e Te шот ші 
Any damoge inflicted on subject Б infited on the Amulet instead. The : Motor 


Amulet is smoked offer fo your resources. 
Armored in Life куюу etd Py d 


na шү donc Эйе! gars Тае, : 
Fighting. 
емен "x т” 


characters. Tum to give all characters at subject's 


мана шж. Î 


Flay on o character after that өткін has bean damaged. Subject 
gor «2 Fishing. You may loy Bap of На бор ober 


Brain Bug e R OF Al 
89 rocter. Ab ch of your tums, you 
Ser are cleo of his ct 

i smoked Bron Bug aves py 
ПІ 
Sr dam бра immune to any effects that smoke 
T сан. Concern a i sella a 


‘ony character 
in combat 


aoa fuel Gare 


«d: 


Nome Rory Artist Power Body Type Cost 
Description 
Contract of the Fox Міо a 
Play on опу бош. Va ota tefa mnm tese, 
Death Touch BWo 02 


Ploy on ony бойм. . 
smoked. Does not affect characters with Magic or High Tech in their 
resource conditions. 

Deathtrap 


ту Ма (ost 


iiy іш А 
m ony ste. Subject gains +4 5 

Shod R Бе [<] 
Pay on cry ct Малое iced onset by chao 
combat is reduced to 0. 

Shodowy Mentor C 3 в 
Play on олу character. You control subject character, which comes 


Ploy on any site. Dess Iu uet наш ума into your side untamed. Subject is now considered to be о 
cogs tik bey dang se ME character 
prr p Subject bec P «йы 2 — wr Subj Mobiity ond с : a : 
‘on ony choracter. comes o „ les U ject goins. ‘ond Toctics. 
fighting score Б increased by 2. N this is played on a subject choracter : Sphere of Defilement u u 
thot is olreody o demon, the choracter is smoked. Play on ony site. Whenever subject is tumed, mm 
Dim i ba Abe а un сады toke 1 point of domage. бї 2 
Play on ony character. Subj к= ting, ond its damage 1 
ee. [^^ Sd gis Tes d, 
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Поуе my mother, but she's cost me a fortune. 
When I was a kid, she'd go into periodic clean- 
ing frenzies and throw out everything in my 
room that looked like junk to her. Among the 
casualties were a beat-up but complete copy 
of Fantastic Four #12, an Aurora glow-in-the 
dark model of Godzilla, and a sky-high stack 
of drawings featuring hundreds of my orig- 
inal superheroes, like Lightning Man and King 
Crossword. Today, the Fantastic Four would be worth 

an easy hundred bucks, the Godzilla model twice 
that much. And if stick-man art had ever 
become fashionable, my drawings would 

be priceless. 

When I moved out of the house, 

! vowed this would never happen 
again. Everything | wanted to keep— 
letters, photos, toys, you name it— 
| packed away in cardboard boxes. 
dated them, duct-taped them shut, 
and—to discourage snoops— 
labeled them "tax receipts." 

Every now and then, when I’m 
bored or avoiding work, | drag out 
one of these cardboard time cap- 
sules and spend the day oohing and 
aahing over the contents. Recently, 
| excavated a box from under the 
basement stairs, dated November 
5, 1981. Inside were a bundle of 
promotional fliers from DC Comics, 
a rejected magazine manuscript, 
and a genuine treasure: a card 
game called Sqwurm. 

| didn't remember ever playing 
Sqwurm, but | remembered where 
it came from. About 15 years ago, 
І bought a couple of war games at 
a Des Moines, lowa, game shop. 
The owner threw in а copy of 
Sqwurm at no charge. They weren't 

selling, so he was giving them away, just to get 
them off the shelves and out of the store. 

After retrieving Sqwurm from the basement, Î 
decided to give it a try. The game consists of a deck 
of triangular cards, each showing a section of reps 
tilian anatomy: tails, wings, torsos, claws. Players 


deploy their cards on the table one by one, com- 
peting to be the first to create an intact fire-breath- 
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membered 


ing dragon. Depending on the arrange- 
ment of her coils, a dragon can crush, 
frighten, or fry her enemies. Knight, 
treasure, and egg cards add 
bonus points and dispel curses. 
It’s terrific fun, easy to learn, 
impossible to master, and as addictive 
as cotton candy. 

Best of all, Sqwurm lends itself to a surprising 
number of variants. The advanced rules allow for 
jousting matches and damsel rescues. Preschoolers 
can amuse themselves by creating four-headed drag- 
ons and other goofy creatures. With the help of a 
biologist buddy, | developed a variant involving 
gene splicing and cell mutation. 

The more | got into it, the more | wondered if | 
was the only guy in the world who'd been 
Sqwurmed. | called a dozen retailers across the coun- 
try to see if they'd ever heard of it. Responses ranged 
from "Nope" to "I don't think so" to "You've got 
to be kidding." "Doesn't sound like something we'd 
ever carry," sniffed a Toys ‘R’ Us manager. 

| also wondered about Merle Rasmussen, the 
designer of Sqwurm. | discovered that, at least for a 
while, he lived in lowa, where | live now. He also spent 
a chunk of the 1980s designing some first-rate role- 
playing supplements, such as Guns, Gadgets, and Get- 
away Gear for the Top 5есгег/5.1. game and Midnight 
on Dagger Alley for Advanced Dungeons & Dragons. 

But | never found out what happened to Ras- 
mussen. Maybe he retired. When a store in your 
own home state gives your game away for free, 
that’s gotta be discouraging. 

There are.two lessons in this story. 

Lesson number one is for game designers: It 
doesn't matter if the critics hated your game, the dis- 
tributors screwed you, or you only had enough cash 
to publish three copies. Every game has an audi- 
ence, Maybe it's just the kid next door or some guy 
оп ап army base in Iceland. Or maybe it's just me, 
who discovered your game in my basement 15 years 
after the fact. Soon or later, somebody somewhere 
will appreciate your masterpiece. 

Lesson number two is for everyone else: Don't 
throw anything out. Today's junk may be tomor- 
row's glow-in-the-dark Godzilla. m] 
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Stout hearts, 


keen minds, 
sharp blades, 
and strong magic. 
‹ Only these things will prevail 
In the search for knowledge and power: 
The power of the Art of Magic. 
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